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pM Noe Dot King Td 
and the best graphics ever seen on Game Boy 


First there was Donkey Kong Country® it was Like nothing anyone had 


Now all that excitement has been crammed into an awesome 


game. DISA ethene and it's only available 


Game Boy and Super Game Boy® You'll recognize the hairy! 


heroes for sure, but everything else is entirely new. 


seen before. 


There are four wild 


its own sinister boss. There are Savage 


Inew levels Maem take Donkey and Diddy 


from pirate ships to mean city Streets. 
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30 new levels, alt new bad guys 


No wonder it has such huge fans. 


This Quek is populated by the most bizarre crew of 
ape-hating slimebags ever. There are flocks of §gQ@usteReouieks 


(keep that umbrella up), psycho squids and a helmet-hurling 
mole, to name a few. Add to all this fully computer- » | 
rendered graphics, (a first on Game Boy) 
PC meetibeam bDanana-yellow cartridgé 


(it was in Kong’s contract), and 


you've got the biggest, hairiest adventure of the 


year. You're gonna love it so much you might 
-_l 


even scratch, grunt and throw food a Little more than usual . =e 
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§ So you think you earned your 
stripes by blowing away the Desert 
Madman? Don't be so sure. 

f° Jungle Strike™ the Sequel to 

sf Desert Strike™ is your toughest 

” mission yet. Hunt down and 
destroy a drug lord's terrorist 

Seee.empire before Washington D.C. 
eee gets NUKE. 

a You've got a whole arsenal 
ad — of vehicles to help you blast your 


Massiv 
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new vehicles and weapons. 
Jungle Strike’s faster. More 
Graphic. More Explosive. Loaded with 
more danger at every turn. Can you 
take the heat? 
For more information, 
visit “The EPlcenter”, the 
Electronic Arts Product 
Information Center at 
ttp://www.ea.com. 


_ Jungle Strike and Desert Strike are trademarks 
_ of Electronic Arts. Nii ‘ Nintendo 
__ Entertainmen m and the official seals 
¥ are registereo arks of Nintendo of 
| America, inc. Actual screens may vary. 
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Donkey Kong Country is the Star Wars of video games. 


Press Start 
First news of Nintendo's top-secret Ultra 64 game system! 
Plus: Power Rangers, Godzilla Wars Jr., Dear Betty and more! 


TIPS & TRICKS 


Impress your friends. Know the moves. 


Beyond Oasis, Kasumi Ninja, Quarantine, X-Men 2, 
Jurassic Park 2, Virtua Fighter, Fatal Fury 3, 
Pac in Time and more! 


Mortal Kombat 3 


Secret moves for all characters, including fatalities and 
animalities, plus secret codes and hidden features. It’s 
everything we know about MK3! 


The big scoop on new games. 


Special E° Previews: Hot games from the summer software expo 


Plus: Tekken, Cyber Sled, Minnesota Fats Pool Master, The Ooze, 
Magic School Bus, Kingdom, AAAHH!!! Real Monsters, Mighty 
Morphin Power Rangers: The Movie! 


Cover: Mortal Kombat 3 and all related elements © &™1995 Midway. All Rights Reserved. 
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POWER REVIEWS | 


Our expert gaming staff tells it like it is! 


| Mega Man VII, Phantom 2040, Justice League Task Force 


Justice League Task Force, Skeleton Krew > GENESIS: 


Zaxxon’s Motherbase 2000, Shadow Squadron 


Surgical Strike > SEGA CD 


JAGUAR 
Wing Commander III 3D0 71) 


Super Burn Out 


CAPSULE REVIEWS <{ 


Jungle Strike, WWF Raw, True Lies, BC Racers, Quarantine, 
Rise of the Robots, Myst, Wicked 18, Fun ‘N Games 


RPG ATTACK! <, 


Square Soft’s Secret of Evermore and Chrono Trigger news 


RPG reviews q 
Earth Bound, Ogre Battle 


Popful Mail Strategy ¢{- 


SPORTSWIRE 


Interplay’s new sports line-up, VR Sports 
Acclaim’s Frank Thomas “Big Hurt” Baseball 


Sports reviews 
Pebble Beach Golf Links, Worldwide Soccer, Sporting News 


Baseball, Bass Masters Classic, Head-On Soccer, Slam ‘n Jam, 
Triple Play Baseball, RBI Baseball ‘95, NBA Jam T.E., Sports Trivia 
Championship Edition, Toughman Boxing, Super RBI Baseball 


did something really stupid 
the other day. | was on the 
last level of Donkey Kong 
Country and | was at the last 
save point. (You gotta love 
that Candy Kong.) | started to 
enter the “BARRAL” code to get fifty 
extra lives and continue on my jour- 
ney when | accidently misspelled the 
word and erased my saved game. My 
stomach dropped about one hundred 
feet and my heart sank. All that time 
wasted. How could | be so stupid?! 
But then | started thinking. | have 
been playing this game on and off 
since Christmas and I’m still playing 
it five months later. I’d get to a cer- 
tain point and then start playing 
some other game, but | always came 
back to DKC. Why do | go back and 
replay levels I’ve already completed? 
What is it about this game that keeps 
bringing me back? 
There’s also a movie that | come 
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STAR WARS OF VIDEO 


back to again and again. | watch Star 
Wars every few months on video. | 
first saw it as a kid in 1977 at the 
movie theater and went back to see it 
more than ten times. Star Wars not 
only forever changed my childhood, 
but the movie business itself. The 
blockbuster movie was born. Never 
before had people lined up around 
the block to see a film that played at 
the theater for over a year. Star Wars 
went on to be the biggest money- 
maker of all time. (It has since been 
surpassed by E.T., then Jurassic 
Park.) At the time, it was a monu- 
mental success that continues to 
reverberate to today, with new 
movies on the horizon and games 
that continue to be released like the 
Super NES Super Star Wars series 
and Rebel Assault. We’re talking 
about a movie that’s over 20 years 
old. Not only that, the movie con- 
tained a quality of special effects 
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CORPORATE VICE-PRESIDENT 


ASSOCIATE EDITOR 


that had never been seen before. 
Now what the heck does this have 
to do with the phenomenally suc- 
cessful Donkey Kong Country video 
game? Star Wars had unbelievable 
special effects that had never been 
done up to that time. Donkey Kong 
Country contains unbelievable 
graphics that no one has ever seen 
in a video game until now. After Star 
Wars, no one could release a science 
fiction movie that didn’t have special 
effects with at least the same level of 
quality. Donkey Kong Country is not 
only a video-game blockbuster, it 
has raised the level of gamers’ 
expectations. How can any of us still 
play a game with graphics inferior to 
DKC? Perhaps all this talk about the 
death of 16-bit gaming has less to do 
with the 32-bit platforms and more to 

do with a monkey. 

—Chris Gore 
Editor in Chief 
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Riddle me this... 


What has The Riddler’ and Two-Face, Sugar and Spice, 
and more villains than Gotham City” can handle? 


What has the Dynamic Duo battling from Arkham Asylum 
and Claw Island’ to abandoned subways and the Batcave ? 


What has the most amazing arsenal of weapons the Batman Utility Belt can hold— 
from Batarangs and Bat Cuffs to Bat Grenade Launchers and Bat Bolas ? 


What has digitized graphics, interactive backgrounds and 
the first-ever teaming of Batman and Robin in duel fighting action? 


AT 


hii” 


BATMAN 
FOREVER 


SUPER NES° + GENESIS” » GAME GEAR” * GAME BOY" 


SEPTEMBER 1995 


rty 0 Com Se rved. Nint node, Sper ire appre ery t System, Game Boy and the seals are registered tr nes Sere, ome 
nesis an cont + Gen altar erprises, Ltd. Acc sa divi of Acciaim Entertainment, Inc. "O40 1008 Acciaim rt ertainment, Inc. All rights reserved. 
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looks like a cross between a Panasonic FZ- 
1 3DO machine and the tail end of a 
Corvette.” That was the rumor mill’s descrip- 


Here it is: the Nintendo Ultra 64 and a sample cartridge design. 
VIDEOGAMES has learned that the NU-64 controllers have 


already been manufactured, but are not being shown to the 
press because of their supposedly “revolutionary” design. 
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tion of the external design of the upcoming Nintendo Ultra 
64 game system, and it was not too far off the mark. At a 
recent Los Angeles press conference, Nintendo announced 
that the platform’s official release date had been pushed 
back to April of 1996 
for North America and 
Europe—ostensibly to 
prepare more soft- 
ware for the rollout— 
but softened this blow 
by giving us a peek at 
a prototype machine. 
Designed in tandem 
with Silicon Graphics, 
Inc. and Rambus, Inc., 
the Ultra 64 is still 
planned to be a 64-bit, 
$250 workhorse that 
can move data at the 
rate of 500 MHz. The 
Panasonic ReEsAcL 
: comparison came 
| about because of the NU-64’s rounded corners, 
and the Corvette reference is derived from the 
idea that the machine’s four controller inputs 
resemble tail lights. (That’s right, four—no special multi- 
player adapters needed.) It’s the first home video game 
system to feature four controller inputs since Bally’s 


Astrocade was released in 
1977. Yes, cartridges are 
still Nintendo’s storage 
medium of choice—the top- 
loading cartridge _ slot 
approximates the size and 
shape of Sega’s Genesis 
cartridge dimensions. The 
machine’s sleek top is also 
graced by an On/Off switch, 
a RESET button and a 
prominent hatch that bears 
the curious legend, 
“Memory Expansion.” 

What about software? It’s 
safe to assume that Donkey 
Kong/Mario Bros. creator 
Shigeru Miyamoto will have 
something up his sleeve for 
the new system. Other early 
titles include Turok: 
Dinosaur Hunter from 
Acclaim, Monster Dunk from 
Mindscape, Red Baron from 
Sierra, Jop Gun from 
Spectrum HoloByte, a new 
version of Doom _ from 
Williams Entertainment and 
a GameTek game that’s 
based on the enduring 
Robotech sci-fi series. 

Additionally, LucasArts announced that it 
has selected the Ultra 64 as the platform on 
which it will launch a new chapter in the Star 
Wars universe. VIDEOGAMES has learned 
that the saga in question will be Shadows of 
the Empire, Lucas’ new subset of stories 
and characters based on bounty hunters 
and smugglers who prowl the galaxy during 
a time period between the Star Wars 
sequels The Empire Strikes Back and 
Return of the Jedi. 

With the news that Rare’s Killer 
Instinct will be available for the Super 
NES on August 30th, Nintendo has stat- 
ed that “...Rare is developing a different 
version of Killer Instinct for release on the 
Nintendo Ultra 64,” all but confirming our 
suspicions that the coin-op versions of K/ 
and Cruisin’ U.S.A. never really used Ultra 64 hardware anyway. 
Just as Sega has confused game enthusiasts by announcing a 
September release date for the Saturn—which subsequently 
arrived four months early—so has Nintendo clouded the impending 
Ultra 64 release by claiming that these two titles were examples of the new hardware at work—never mind the fact that 
the NU-64 chipset was not finalized until a full year after the release of both Cruisin’ and Killer. 

Those who can’t wait until next April will be interested to learn that the NU-64 will be officially unveiled at Nintendo’s 
annual Video Game Exhibition on November 24 in Makuhari, Japan; North American press and retailers will see the 
new hardware in action at the Winter Consumer Electronic Show on January 5, 1996 in Las Vegas. And if you’re a true 
fanatic who picked up the Japanese Saturn or Playstation just because they were available for several months prior to 
the official U.S. release, you’ll take comfort in the words of Hiroshi Yamauchi; the President of Nintendo Co., Ltd. was 
recently quoted in the Japanese press as having said that the NU-64 could be in stores in Japan by December 1. 
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Director Bryan Spicer talks about 
Mighty Morphin Power Rangers: The Movie 


ryan Spicer apparently loves direct- 
ing spunky teenagers. But while the 
teens in his first major project (the 
| TV show Parker Lewis Cant Lose) were 
| spunky only in their outwit- 


| ting of stodgy authority fig- 
| ures, the teens he worked 
| with in. this summer’s 


Mighty Morphin Power 
Rangers: The Movie are 


‘| spunky in more of a super- 
1} human, 
|) sort of way. 


universe-saving 


Considering Spicer’s experience as a 


| director not of movies but of television, you 


may be wondering why you should spend 
your hard-earned cash on a Power 
Rangers movie when you can just watch 
them on the boob tube for free. “We signifi- 
cantly improved the movie over the televi- 
sion show,” Spicer insists. “Our movie is 
state-of-the-art. We have over 600 optical 
animation effects. If you were to take 
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Batman the TV series and 
compare it to the Batman 
movies, thats how much 
better this is. It's a huge, 
huge difference.” 
Luckily for fans of the 
show, Spicer promises 
the differences will make 
the Power Rangers seem bigger and more 
powertul, but not all that different at their 
core. “We've kept the main characters and 
sets, but made them bigger 
and better,” he says. “The 
control room set in the movie 
version is about ten times 
the size of the one on the 
show, but it still conveys a lot 
of the same feeling.” 

Can the Power Rangers, 
who are usually presented to 
us in manageable half-hour 

doses, hold fans’ attentions for the film’s 
hour-and-a-half length? Spicer doesn't 
seem worried. “We just had our first big 
screening, with 400 kids,” he explains. “I 
was reading through some of the response 
cards they filled out, and there was just an 
outrageous response. All the kids made it 
all the way through. In most movies, you 
have to put a seatbelt on a kid to get them 
to sit still that long.” 


The big-screen 
Power Rangers 
have nifty chest 
logos and a new, 
latex-enhanced 
musculature. 


The Rangers’ latest 
nemesis is the 
slimy intergalactic 
tyrant lvan Ooze. 


Get ready fora 8 ge 


new slew of bizarre 
evil monsters, 
including this 


underfed f= y i 


All this, and 
scantily clad 
Conan-lookin’ 
women, too! 


The movie's big bud- 
get allows the Power 
Rangers to finally do 
some really cool sky- 


-) diving stunts. 
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You have the POWER. nhs contest you don't rely onthe luck Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor, 
draw. Yi otomperes ted ich operon ytysabdan hkl outscoring others ina game of 130 watt receiver w/ Dolby Pro Logic Surround Sound, and all components shown. 
skill. Can you solve the puzzle below? Then have what it takes. It looks simple, Win DBS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 
ne a the stat. Each of five more puzzles a little harder. But this time it's We're talian’ GAMING HEAVEN! 


| in to the end with the hi score and the gear is yours. 
Wickless cedics pastes BG aveem ther kekost dhe apogee Directions. Fill n the Mystery Word Grid with words going across that spell 
Computer Contest. Win a blazing fast Compudyne with Pentium 90 ere se Spr a ee 
In the future. There will be four more puzzles at $2.00 each and one tie- 
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| Game Contest. Play on the hi-tech cutting with this line-e — ee We don't know how many wil 45 Deal 4 gf ice 
: Sunes NES Sage Genesis with CD-R and 32X. Panasonic 3D0; and Atari Jaquar. ry possible score to Phase I, 43% to to Phase Ill, and 32% 
__ Get all four or trade the ones you don’t want for CASH! Bonus options includ e: IV. The tie-breaker determines the winner. if players are still tied they will 
oo8 Sony Play Station, 33 inch monitor, $1,000 in games, cash, accessories and more! each receive the grand prize they are playing for. 


Ye @ ENTER ME TODAY, HERE’S MY ENTRY FEE: 
S '_] ($3.00) Computer Contest 

"_] ($3.00) Video Game Contest 

"_] ($3.00) Media Rig Contest 

(_] ($5.00) SPECIAL! Enter them all (SAVE $4.00) 
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BAT-CONTROVERSY 


Dear VIDEOGAMES, 

| am compelled to respond to Chris 
Bieniek’s article entitled “The Amazing 
Spider-Games” that appeared in your May 
issue. The article said that Batman would 
need almost a half-dozen games to even 
come close to having as many as Spider- 
Man. | demand a recount! | don’t know of 
every Batman game, but those | do know of 
| will list using the same system of counting 
as Chris did for Spider-Man: 

Game Boy—three games 

sega Genesis—four games 

Super NES—three games 

Sega CD—two games 

Game Gear—one game with one on the 
way 

Lynx—one game 

TurboGrafx-16—one game (Japan only) 

Commodore 64—two games 

Tiger hand-helds—two games 

That’s over 21 games, not including the 
Batman Forever games and Batman’s 
Cameo appearances. 

—James R. Lyle 
Hopkinsville, KY 


Huh? Do the math, James. According to 
your best estimates, we count a total of 20 
games, so where do you get “over 21” 
from? More to the point, however, is that 
your estimate includes Tiger handhelds, 
Japanese-only games and computer 
games. Chris didn’t include any of these 
categories in his Spider-Man estimates. If 
he had, Spider-Man would still have come 
out ahead of Batman; for instance, there 
were indeed Tiger hand-held Spider-Man 
games, too, and there is also a Spider-Man 
game for the Super Famicom in Japan 
which has not been scheduled for release 
in this country. Rest assured that—after 
Justice League Task Force and the various 
Batman Forever games are released—the 
Dark Knight should be ahead of Spidey in 
the video-game stakes by year’s end. 

It's good to know that people like you 
are keeping us in check, and we're sure the 
Caped Crusader appreciates your vigilant 
watch over his reputation in the video- 
game industry. 


THE FAMILY THAT PLAYS TOGETHER... 
Dear VG, 

My wife and | recently rented a 3DO with 
John Madden Football, Star Control Il and 
Road Rash. Madden was disappointing, 
but the other two were excellent, especially 
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in Surround Sound. We’ve owned a 
Genesis for five years and are ready to 
upgrade. My question is this: Is the Saturn 
or PlayStation going to offer the three 
games mentioned above (our favorite 
games) within the next year, or should we 
go ahead and buy the 3DO and start enjoy- 
ing them now? The price has kept it out of 
our reach so far. 


—Sandon Eaves 
Irving, TX 


Sniff, sniff. It’s always so touching to 
read about marriages based on a mutual 
addiction to video games. To answer your 
question, John Madden Football will be 
available for both the Saturn and the 
PlayStation, but Road Rash will not. It’s 
possible that Star Control Il could eventual- 
ly be released for either system, but it 
wouldn't be for a while and nothing is set in 
stone just yet. Whether or not to buy a 3DO 
at this stage in your lives is a question only 
your marriage counselor can answer. 


DISSED BY ATARI 


Dear VIDEOGAMES, 

| am looking for replacement joysticks to 
fit two of my Atari game consoles, the 2600 
and the 7800. Atari no longer makes or 
stocks joysticks for either of these 
machines. I’ve found Nintendo and Super 
Nintendo pistol joysticks, but both of their 
plugs are different than Atari’s. Do you 
know of any companies or electronic sup- 
ply houses that may have what | need? | 
have a fortune invested in game cartridges 
for both Ataris, and | can’t believe the com- 

pany would stiff its customers like this! 
—Andrew Biondo 
St. Louis, MO 


You can't really blame Atari, Andrew. 
After all, almost everyone with a 2600 has 
long since updated systems, and only 
about 27 people ever even owned the 
7800. Obsolescence should be expected in 
all technology-oriented products (or have 
you already forgotten Beta format video 
and 8-track tapes ?). 


Luckily for you, the solution to your 
quandary is simple: Today’s Sega Genesis 
controllers use the same pin configuration 
and work splendidly when plugged into 
either Atari system. The original Atari 2600 
action button is mapped to the Genesis B 
button. Lots of inexpensive Genesis control 
pads are available in any toy store, and if 
you want a joystick, you can get one of 
those huge tabletop models with arcade- 
quality microswitches and buttons! Good 
luck, and say hi to Yar, the Space Invaders 
and that dot from Adventure for us. 


ARTISTE LACKS CONFIDENCE 


Dear VIDEOGAMES, 

I'm a big fan of role-playing games and 
I've got questions for anyone who can 
answer them. First, | would like a list of 
good RPGs for the Super NES. I’m looking 
for a challenge, and so far the only game 
that has given me one is Final Fantasy Ill. 
Second, I’ve always wanted to create my 
own video game. What kind of equipment is 
used to create role-playing games? 

P.S: This is a drawing of my favorite char- 

acter in Final Fantasy Ill. Please don’t 
laugh at it. 

—Chris Myers 

Bakersfield, CA 


We think the entire Final Fantasy series | 
is pretty cool, but we agree with you that III 
is the best. Some other Super NES role- 
playing games you might want to check out 
are Breath of Fire, Brainlord and Ogre 
Battle (see our review in this issue’s RPG 
Attack! section.) 

Games are programmed on bigger 
machines and more advanced software 
than you're likely to get your hands on in 
the next few years, but if you can handle a 
lot of computer science and art courses, 
who knows? You might get a crack at game 
design one day. You might also consider 
designing your own paper-and-dice RPG 
like Dungeons & Dragons before consider- 
ing any programming endeavors. With any 
luck, you'll have licensees knocking your 
door down, offering to make video games 
based on charactes = 
and a universe of your =— 
own making! But if, as | 
you say, you expect z= 
people to laugh at your : 
drawings, maybe a 
aefasaaini —=—__ 
might be a bt —— 
choice. | 


BEAUTIFUL POETRY 

Dear VIDEOGAMES, 

Words of Advice: 

My writing of violence to people who are 

concerned 

On videogames and kids and what they 

have learned 

Red flowing blood and death is all that 

they see 

True to Killer Instinct, Primal Rage and 

Mortal Kombat 3 

All gamers like the attention given to 

detail 

Like the programmers who design, it’s 

what will sell 

Kan we teach kids the difference 

between wrong and right 

Or is “Finish him!” going to be the end of 

a real fight? 

Mom, give them a break, they’re only 

having fun 

Better than killing each other and losing 

a son 

All critics and censors trying to bring it to 

an end 

Take this advice, game violence is the 

new trend 

—Mortal Reader, Michael S. Wyrick 
Greensboro, NC 


Maya Angelou’s got nothing on you, 
Mike. It's a little unclear if your little 
poem is pro- or anti-violence. Either 
way, we're not sure if you should be 
trusted alone with cutlery. 


MORTAL INCONSISTENGIES 


Dear VIDEOGAMES, 

| loved your Mortal Kombat 3 inter- 
view because it dealt with real facts and 
not stupid rumors like “nudalities” and 
such nonsense. | don’t think anyone 
would even dare put Sonya naked in a 
game. | like the robot ninjas, but if you 
were to decapitate them, wouldn’t you 
see a pool of oil instead of blood? 

My next issue deals with warnings on 
arcade games. Killer Instinct occasional- 
ly displays this message: “Parental advi- 
sory, violence level strong. This game 
contains selected scenes of violence 
involving cartoon character in a fantasy 
setting.” | have also seen similar mes- 
sages on X-Men and Bloodstorm. With 
the home rating system in place, are 
angry senators trying to force the arcade 
industry to establish a rating system? 

—Randy Murphy 
Bronx, NY 


lf you've played a more recent ver- 
sion of MK3 since you wrote this letter, 
you've probably already seen how Mia- 
way replaced the cyber-ninjas’ red 
blood — with 
brown oil. 
Here’s an in- 
consistency 
that hasn't 
been cor- 
rected: When 
Kano finishes 
the four-armed 
Sheeva_ by 
pulling her skeleton out of her mouth, 
the skeleton only has two arms. (Guess 
Kano didn’t yank hard enough.) 

The arcade industry refused to ad- 
here to the rating system instituted last 
year by the Interactive Digital Software 
Association, so it has tried to police it- 
self—and keep senators off its back— 
by including its own warnings on ma- 
chines such as the ones you've 
described. Unfortunately, buying a 
home game is much different from 
playing one in the arcades; when you 
see a sign like that on a coin-op game, 
it might as well say, “Hey, look at me!” 


SAVE THE PLANET 


Dear Sir/Madam, 

| am doing a class project and was 
wondering how you recycle waste prod- 
ucts and other things? Oh, yeah, could 
you send me an issue of the Clay 

Fighter game? Thanks! 
—Brian C. Nickerson 
Newburgh, NY 


Rest assured that here at 
VIDEOGAMES, we're as concerned about 
the environment as everyone else. As 
this picture shows, all of the paper 
products in our offices are eventually 
eaten and safely digested by Gabe, 
our resident ruminant. We would have 
sent you a copy of the Clay Fighter 
issue you requested, but Gabe ate 
them all dur- § =" 
ing the lean ¥ 
months of win- 
ter. And trust ¥ 
us, you don't }.¢ 
want to know | 
what we dO | ~q»,- 
with our left- y= 
over game |. 
cartridges. 
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_ ARCADE STICKS FOR 32-BIT SYSTEMS 


~ Sony’ s PlayStation and Sega’s Saturn will do a darned good job 
of creating arcade-style graphics and sound in the home, but 
those who prefer an authentic arcade-style feel might be under- 
whelmed by the systems’ small-buttoned, handheld controllers. 
For these discriminating players, Hori has created the Fighting 
Stick PS (for PlayStation owners) and the Fighting Stick SS (for 
Saturn owners). 

Though their color schemes and button icons may differ, 
each of the two models of Fighting Stick control panels consists 
of a joystick and eight buttons and is constructed from the same 
heavy-duty parts as its arcade cousins. The full-size joystick 
has that wonderful clicking feel that only durable microswitches 
can provide, and each button has a 24-shots-per-second rapid 
fire option that can be individually turned on or off at any point 
during gameplay. (Depending on the game and the level of 
challenge you're looking for, this on/off customizing can prove 


~ 


to be an invaluable method of cheating.) 

Perhaps most importantly, the se are set into a sturdy, 
rubber-footed unit. Constructed out of metal panels and tough 
molded plastic, these suckers are way heavy, providing a sta- 
bility rarely felt on home control decks. The result is a true-to- 
life arcade feel—especially on fighting games like Virtua Fighter 
and Tekken, where insane pounding of the joystick and buttons 
can be the key to success. 

Overall, the Fighting Sticks provide an impressive control 
alternative for those brutal players whose hand-held joypads 
are consistently in danger of snapping in half or being crushed 
into dust. Hori was even classy enough to prominently feature 
the Saturn and PlayStation logos in the center of each unit. 
Look for them to appear at your local video game dealership as 
soon as the Saturn and PlayStation are released. 


Qne of the c@olest things at the recent ACME Arcade Expo wasn’t even a video game—but it did run on tokens. GodZilla Wars Jr. 
is a pint-sized arcade redemption machine from Namco designed to entertain little kids while their big brothers and sisters pound quar- 
ters into grown-up games. 

The object of the game is to shoot six ping-pong balls down a fat baby Godzilla’s throat before time 
runs out. This task is semi-difficult due to the fact that 
you can’t aim your “cannon”. and because the little 
green guy waddles from side to side, opening and clos- 
ing his plastic mouth as he roars his terrible roar. If you 
manage to stop Godzilla and save the city, you win tick- 
ets that you can exchange for useless junk! (And what 
could be more fun than that?) 

The brightly-colored game looks really nifty—there’s 
even a cartoon drawing of a super-deformed baby | 
Ghidra in the background—but the best part about 
Godzilla Wars Jr. is how it sounds. After hearing a ter- 
rified Japanese man scream “Godzilla is com- 
ing!” players are treated to actual sound effects 
and bombastic orchestra music from the origi- 
nal Godzilla movies. | 

Of course, if you’ve ever seen a Godzilla 
movie, you know he’s usually portrayed as 
being a lot bigger, tougher and, well, less cute 
than he is here, but that’s what makes the 
game so ridiculously spunky and original. And 
while anyone with experience playing video 
games will have no problem winning Godzilla | 
Wars Jr., preschoolers and grandparents, at 
least, should find it to be an engaging test of 
og dexterity. 
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UND : Watch for the 
MARRIED F LYING wackiest roundball game 
——r ever! Looney Tunes B-Ball features every- 
one’s favorite “cwazy wabbit” playing two-on-two 
with Taz, Sylvester & the whole Looney Tunes bunch! 
Choose four player slam dunkin’ regulation action 
or crank up the Wacky Meter and watch the ball turn 
into a cream pie or a time bomb! So don’t drop the 
ball...it just might explode! “That's all, folks!” 


Call 1-800-771-3772 for information on game ratings. . 
™Sun Corporation of America. © 1994 Sun Corporation of America. All Rights Reserved. LOONEY TUNES characters, names, and all related indicia are trademarks of "L 
Warmer Bros. © 1995. Nintendo, Super Nintendo Entertainment System and the Official Seals are registered trademarks of Nintendo of America Inc. © 1991 Nintendo of _———— 


America Inc. Acclaim is a division of Acclaim Entertainment, Inc. ® & © 1995 Acclaim Entertainment, Inc. All Rights Reserved. entertain m ant inc, 


CIRCLE #105 ON READER SERVICE CARD. 


ae emely Sony), 
y intention of releasing the sys- 
i show. . Billboards, banners, 


ni eg 
Los / ede The Saturn was in Toys R’ 
pee ones Boutique, aware Etc. 


cane in at $399, as everyone expected 
Biygtce sian aa of the yen!). Inter- 


t } nas (Bacond. ‘Audio Pro- 
] anction, switch over to ) it. 1 


Z TARI JAGUAR PLODS ALONG s 
With software being released at a snail’s 
_ pace you would think that no one would _ 
care about the Atari booth at E*. You’re _ 
right. But strategically speaking, Atari 


execs cynically point out that only 4% of 
households with game systems will pay 
pay over $300 for a game box. Thus, their 
64-bit Jaguar will be the clear winner 
based simply on their lower price point. 
The new packaging looks hot and packs in 
Doom. The Jaguar VR helmet that they de- 
buted at the show was okay, though it was- 
n't running off of a Jaguar system but an 
arcade architecture. We are now being told 
that the Jaguar CD “will ship this Christ- 

s.” What’s that old saying about the 
check is in the mail? Yeah, we'll believe it 
when we see it. The point about the lower 
price may actually work in their favor. It 
would be the resurrection of the decade if 
Atari came back to own the industry but 
anything is possible. But hey guys, how 
about focusing on releasing good software 
instead of all these peripherals? 


3D0O 64-BIT LOOKS HOT 

3DO visionary Trip Hawkins revealed the 64- 
Bit M2 accelerator to the industry to gasps 
and then applause. Clearly, the demonstra- 
tion changed a lot of minds about the viabil- 
ity of the 3DO platform. The demo included 
game footage of a hovercraft sailing through 
a Blade Runner-like city. The next title was a 
first-person, 3-D game so real, you would 
swear you were walking in a haunted man- 
sion. This game demo ended with an alien 
creature leaping toward the person and ex- 
ploding with a laser blast. 3D0 has a hot 
lineup of new games and Goldstar is now of- 


fering a $50 rebate for those ready to invest 


in the platform. Goldstar is also. planning a 
portable 3DO that looks something like a 
Sony Discman with a flip-top TV screen. The 
64-Bit M2 has a completely new hardware 


hit shelves in November, just in time fo 
Christmas. As for the Virtual Boy, the sy - 
tem will be in stores on August 14th and 


at resembles Sony’ Ss PlayStation, 
h cooler. The new control pad i is so_ 


try 2 iooke awesome. one will 


cost $179. Is that really worth it for a one- 
color 3- D game system? Look for true 3 D 


we cannot reveal) in an upcoming eee 
As for Ultra 64 news, turn to Press Start on 
page 10 for the whole Ory  .. 


E* NEWS AND RUMORS 

Yes, here’s the truth—and a few thing 
we'llhavetolookintolater, | 
* Sony may ship the PlayStation before 
their announced September 9th date as 
they fear that Sega may jane an 1 cary lead 
inthewar. |...) . 

- 3DO is talking to Sena about licensing 
their 64-Bit M2 technology so that it wit 
plug into the Sega Saturn. Effectively, ti 
would mean that 3D0 and Sega Saturn 
games would merge at the 64-Bit level. 
- Ultra 64 will be released December 
Japan after it is officially unveile | : 
Shoshinkai show. Then the system will 
launch on April 1st in the U.S. . 
E’ SHOW QUOTES: We overheard a lot o _ 
strange stuff at the show and here’ s a 
taste: “32X is to Sega as Virtual Boy is to 
Nintende ” “Pve loved video samen 


uttered these words at ¢ a press “conta nes 
to announce his new es game} from 


light.” “I ea like v : 
Bageins for ye ride.” (O 
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BEHIND THE SCENES OF THE wotTTest 
FIGHTING GAME OF 1995 


KILLER REVIEWS: 
ROAD RASH 3 
BEYOND OASIS 


POPFUL IAAIL 

KEIO FLYING SQUADRON 
pust-A-Move 

B.C. RACERS 

METAL HEAD 

RETURN FIRE 

TRUE LIES 

WARLOCK 

PAC-IN-TIME 


THE FLINTSTONES 
NBA HANGTIME 95 


1-800-369-7835 


che 
ck or money order to: 


MONEY BACK 
ON UNMAILED silanes 
ISSUE AMES, P 
S IF NOT SATISFIED! Fore .O. Box 575, Mt 
reign add $10 per year vous Habla ? » Morris IL 61 054 
sue will arrive in 6 to 8 w : 
eeks. 
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BY GEOFF HIGGINS, TYRONE RODRIGUEZ AND ZACH MESTON 
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Enter the password 
LVDYK. 


Are you stil/ having trouble with 


your favorite game? Well, 
VIDEOGAMES doesn't give out tips over 
the phone—but here is a list of people 
who do: 


Nintendo of America Inc. 

(206) 885-PLAY 

HOURS: Monday through Saturday— 
4 a.m. to midnight (Pacific Standard 
Time) 

Sunday—6 a.m. to 7 p.m. (Pacific 
Standard Time) 

COST: Standard long-distance rates 
to Redmond, Washington, apply. 
TIPS: Nintendo’s game counselors 
field questions about any licensed 
game for the NES, Super NES or 
Game Boy. 


To skip to any stage of this action-packed adventure, simply enter the code 
LVDYK at the password screen. Next, highlight END and return to the title screen. 
With the cursor on “One Player” at the Game Select screen, press and hold Left 
on the D-pad, and hold the L and R buttons on top of the controller. While holding 
those three buttons down, hit the START button. You'll be sent to a top-secret 
stage-select menu! Use the L, R, X and Y buttons to choose the number of your 
Starting stage; if you like, you can even warp to Stage 51 and fight the final boss! 


Highlight “One 
Player,” hold 
L+R+Left and press 
START. 
Sega of America Inc. 


(415) 591-PLAY 

AVUMS: 6 a.m. to 6 p.m. (Pacific 
Standard Time) seven days a week 
COST: Standard long-distance rates to 
Redwood City, California, apply. 

TIPS: Sega’s game counselors field 
questions about any Sega game for the 
Genesis, Sega CD, Game Gear or 
Master System. Questions about third- 
party games are not covered by Sega’s 
counselors; they will, however, refer you 
to the appropriate phone numbers for 
tips on licensed titles. 


Atari Corp. 

(900) 737-ATARI 

HOURS: 24 hours a day, 7 days a week 
COST: 95¢ per minute 

TIPS: Atari's Game Line offers Touch- 
Tone menus with recorded messages of 
tips and strategies for recent Atari 
games for the Lynx and Jaguar. 
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Use the L, R, X and Y 
buttons to change the 
number of your 
starting stage. 


Turbo Technologies Inc. 

(310) 337-6916 

HOURS: Monday through Friday—9 
a.m. to 6 p.m. (Pacific Standard Time) 
COST: Standard long-distance rates 
to Los Angeles, California, apply. 
TIPS: TTl’s game counselors field 
questions about any NEC, TTI or 
Working Designs game for the 
TurboGrafx-16 or Duo. 


Electronic Arts 

(900) 288-HINT 

HOURS: 24 hours a day, seven days 
a week 

COST: 95¢ for the first minute, 75¢ 
each additional minute 

TIPS: Recorded messages provide 
tips and passwords for Electronic Arts 
games; game counselors may also be 
available during normal business 
hours. 


Play away. Do you 
think you'll sink or 
swim? 


U.S. Gold (Flashback Gameline) 
(900) 288-GAME 

HOURS: 24 hours a day, seven days 
a week 

COST: 85¢ per minute 

TIPS: Touch-Tone menus of recorded 
messages offering tips and strategies 
for U.S. Gold’s Flashback for the 
Genesis and Super NES. 


Data East 

(900) 4545-HELP 

HOURS: 24 hours a day, seven days 
a week for recorded messages, or 8 
a.m. to 5 p.m. (Pacific Standard Time) 
Monday through Friday for optional 
game counselor assistance 

COST: 95¢ for the first minute, 75¢ 
each additional minute 

TIPS: Tips and strategies for Data 
East’s Shadowrun for the Super NES 
are the primary resource, but help is 
available for many other Data East 
titles. 


99 LIVES 


CLONE wAAS During the game, press START to pause. Then press 
Down and C simultaneously, Up, Left, Up, Right, Right 
and C. You'll hear a sound effect to confirm that you have 

GENESIS entered the code correctly. Now you have 99 lives! 


Codes for use with Galoob’s 
Game Genie Video Game 
Enhancers 


Press START to pause, then press 
Down+C, Up, Left, Up, Right, Right, C. 


JURASSIC DARK 


ff 


At the Mission Select screen, press L, L, L, R, R, R, L, L, 
R,R,L,R,L, L, R, R, L, L, L, R, R, R. Now you will have 
infinite continues. 


Press L, L, L, R, R, R, L, L, R, R, L, R,L, 
L_R,R,L,L,L, R, R, R. 


beVel CODES 


With these codes, you can skip to any level you want. First, 
go to the map and locate the Exit Bay, then drive to it and 
enter. When in the Exit Bay, you can use the password 
option to enter these level-skip codes: 

The Park: 98645782 Old Kemo: 89962254 

The Projects: 54185654 The Wharf: 92146125 


GOO 


oT - 


Press X and bring up the map. Cruise in and enter a password to skip stages. 
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In Battlecorps, if you pause the game and enter B, A, B, A, Right, A, C, 
Up, START, you will get a map of the area you are in. 


dee 


Press START to pause the game. Press B, A, B, A, Right, A, C, Up, 
START. Now you have a map. 


Hidden under a tree in the land of Oasis is a 100-level dungeon. Each 
level is a room occupied by as many as eight or nine monsters. Every ten 
levels you clear, you'll get a special item of substantial power, e.g. an ele- 
mental summoning device, Toadstool, etc. You cannot use any items or 
elemental powers while inside, but you can leave whenever you want. 


pak 


The tree is located where the Enter the dungeon from the See if you can get all the way 
red marker is. north side of the tree. to the 100th floor. 


Along with the basic set 
of attacks that you can 
use in Beyond Oasis, 
there are three “super” 

L < , moves that will help you 
dispose af the enemy more readily. The first move 
is the Grand Attack in which you sweep your sword 
in a huge arc, devastating all of the enemies sur- 
rounding you. The next move is called the Flip 


Hold B, rotate the D-pad _ Hold B, press Forward ; Forward Forward 
Slash, a forward flip after which you bring your i ; 
sword down on an ccnaene The ast aus eke clockwise and release B. _ Back, Forward and Forward, B 
Flash Stab, which will produce multiple hits that will release B. 


leave the enemy greatly weakened. 


To play as the Dali Llama, wait for the title screen to pop up and when it 
does, press X, A, B, A, Left, A in sequence on Controller 1. If the code works, 
you'll hear a chime. Go to the character selection screen and you'll be able to 

choose the Dali Llama as a playable character! 


Press X, A, B, 
A, Left, A; 
you'll hear a 
chime. 


j PavAs One ae 
RUAN, 


WHO PLAYS THE DALI LLAM 


Now you can choose the Dali 


LI d wh butt! 
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You may be having a tough time getting to the 
desired stages in pyro-boy’s latest adventure. Here 
are the necessary codes to get you out of that rut. 
Boom! 

If you're having trouble with a certain level after 
your death, go to an already-completed level and 
power up. The third stage in the Jammin’ Jungle is a 
great spot to try this method out. 


ae = 
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Replay Game Busting Cartridges 


Super NES 


HEN 2 VeRiih® VOLO 


HEA = JAMIA SWHAGLE 


7E17-9E03—Infinite energy 

7E17-C603—Infinite shots 
7E17-CE0X—Replace X with 1-5 

for infinite items in box 1-5 


Super NES 
7E06-9E03— Infinite credits 
7E02-2EFF—Unlimited force 
7E02-2B0A—Unlimited bombs 
7EOA-A900—Need no speeder bikes 
7E1B-4900—Need no tie fighter 


Stage 2: 6800 Stage 1: 4501 7E02-9E10—Unlimited energy 


Stage 3: 5120 Stage 2: 8111 7E02-A020- Unlimited shield 


Boss: 7420 Stage 3: 7421 7E02-2A20—Unlimited speed 


7E01-E20X—Weapon select (replace X) 
Stage 4: 1051 


Boss: 3351 
AREA S SLAM SEM 


HER & CRAB" CASTLE 


SP tk ¥ 

wey ee Ree 
Nia tat a eee 
t lhe 


THE 
FFO88-90003—Infinite lives 
FFO01-30001—Transformed all the time 
FFO01-50002—When transformed, 
you get infinite gun 


Genesis 


FFO7F-DOOXX—Level select; replace XX 
as follows: 
02 New York Street 


Stage 1: 4502 
Stage 2: 8112 


Stage 3: 7422 Stage 1: 6803 04 Climb 
Stage 4: 1052 Stage 2: 0513 Alleyway 
Boss: 3352 Stage 3: 9723 The Vil 
Stage 4: 3353 — Suure 


Boss: 5653 San Francisco 


Central Park 
New York Street 2 
The Deep 
Fantastic Four H.Q. 
Fantastic Four Lab 
Rooftop 2 
Prospect Park 
Prospect Park 2 
Police Station 
Manhattan Rooftop 
Statue of Liberty 
Manhattan Street 1 
Manhattan Street 2 
The End 

Ruined Boys Home 
Secret Room 
Secret Room 
Secret Room 
Secret Room 
Secret Room 
Secret Room 


Stage 1: 8114 


Stage 2: 2814 Cruisin’ Comet 
Stage 3: 1134 Final Stage: 0515 Genesis _ 
Boss. 7954 re estes i 
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The following is a list of moves for the eight characters in Kasumi Ninja. All 
moves are from the right side and must be done while holding down the C 
button (with the exception of the throws). You should also be standing close 
to your opponent when executing the Death Moves except for Danja, who 
must be standing far away. 


¢ Throw 
Left +B 


¢ Power Slide 
Move the D-pad counter-clockwise from 
Left to Right 


« Exploding Bamboo Stick 
Move the D-Pad clockwise from 
Down to Up 


ecg neneoncdler anacerre: ate Betetnneritst ates tapestries scsenanBlamxcesngs 


Death Move Goth Hammer 
Right, Left, Right, B Right, Up 


¢ Hammer Kick: 


Left, Up 
« Knee Slam 
Right, Right, B 
¢ Throw 
Left+A 
Death Move Fireball 
Right, Left, Right, A Left, Right, Right 


—_- |S 


¢ Great Ball of Fire 
Move the D-pad clockwise from 
Left to Right 


ye ee b: Jie ¢ Glasgow Kiss 
a wee ee 6S Down, Right 


¢ Throw 
Right +A 


Death Move Caber Toss 
Right, Left, Down Down, Up 


¢ Side Teleport 
Down, Up, Up 


¢ Throw 
Left+A 


Death Move Exploding Bolas. 
Up, Up, Left Left, Left, Left, Right 


i 


—— i * . 
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¢ Ninja Fireball: Move the D-pad 
counterclockwise from Left to Right 


« Ninja Teleport 


Up, Up 
¢ Throw 
Left+A 
Death Move Whirlwind Kick 
Up, Down Left, Left, Right, Right 
——a —= ee } em ae ee —_ ~~ 
Se ee gee. 
¢ Ninja Teleport 
Up, Up 


Whirlwind Kick 
Left, Left, Right, Right 


« Throw 
Left+B 


Ninja Fireball 
Death M . : 
pe "ie Move the D-Pad counter clockwise 


from Left to Right 
Qe >. _ — Cp 


Buffalo Stomp 
Left, Up, Up 


Eagle Claw 

Move the D-pad 
counterclockwise 
from Left to Right 


Throw 
Left +B 


Death Move Head Butt 
Right, Down, Right, Left, Up, Down Right, Right, Right 


¢ Teleport 
Down, Up 


¢ Grab Punch 
Right, Right, Right 


¢ Throw 
Left+A 


Death Move Jungle Lunge 
Up, Up, Right Left, Right, Right 
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. 80-Chuusui: Back+Punch 
. Chuugeki: Forward+Punch 
. Uramonchochu: Forward, Forward+Punch 
. Chuusui: Punch 

. Housui: Down+Punch 
. Close Punch: 


(at close range) Down-Forward+Punch 


. Hachimon Kaida: Punch, Punch 

. Kansui Tai: Punch, Kick 

. Mouko Kohazan: 

‘Hold Down, then Forward and Punch 


. Tai Ken: Back+Punch 

. Chuu Ken: Punch — 

. Souchuu Ken: Down+Punch 

. Renshou: Punch, Punch 

. Raigekishou: Punch, Punch, Punch 

. Renkentai: Punch, Kick 

. Soukensenpuutal: Punch, Punch, Kick 
. Renkan Tenshin Kyaku: 


Punch, Punch, Punch, Kick 


. Renkan Tenshin Soukyaku: 


Punch, Punch, Punch, Down+Kick 


Sou Ken: Back+Punch 

Chuugeki: Forward+Punch 

Chuu Ken: Punch 

Souchuu Ken: Down+Punch 

Zensou Ken; lap Down-Forward+Punch 
Kosou Ken: Down-Forward+Punch 
Renshou: Punch, Punch 


_ Renkashou: Punch, Punch, Punch 


Rising Renkasou: 
Down-Forward+Punch, Punch, Punch 


. Sou Renkashou: 


Tap Down-Forward+Punch, Punch, Punch 


. Renkentai: Punch, Kick 
. Renkenai Kyaku: Punch, Punch, Kick 


. Stationary Hammer: Back+Punch 
. Straight Hammer: Punch 

. Low Hammer: Down+Punch 

. Sonic Upper Punch: Down-Forward+Punch 
. Axe Lariat: Forward, Forward+Punch 

. Shoulder Attack: Back, Forward+Punch 
. Jab with Straight: Punch, Punch 

. Jab with Straight and Sonic Upper Punch: 


10. Testuzanko: 


Back, Forward, Forward+Punch+Kick 


11. Yu-Shiyoutal: Forward+Kick 
12. Shiyoutai: Kick 

13. Youzentai: Down+Kick 

14. Sokutai: Down-Forward+Kick 


15. Renkan Tai Single: Forward, Forward+Kick 


16. Renkan Tai Double: 
Forward,Forward+Kick, Kick 


10. Renkan Hai Tenkyaku: 


Punch, Punch, Punch, Up-Away+Kick 


11. Sentai: Kick 
12. Sensai Tai: Down+Kick 
13. Jaitouri Senkyaku: Kick 


(while standing up from a crouched position) 


14. Senchuu Tai; Down-Forward+Kick 
15. Senpuga: Kick+Block 


16. Enseishuku: Kick+Block (while crouching) 
17. Back Flip: Tap Up-Away (up to three times) 


18. Haitentai: Up-Away+Kick 
(can be combined with Back Flip) 


13. Renkantenshin Kyaku: 

Punch, Punch, Punch, Kick 
14. Renkantenshin Soukyaku: 

Punch, Punch, Pounch, Down+Kick 
15. Renkan Hai Tenkyaku: 

Punch, Punch, Punch, Up-Away+Kick 
16. Jaitour! Senkyaku: Kick 


(while standing up from a crouched position) 


17. Katsumental: Kick 

18. Sensai tai: Down+Kick 

19. Senchuu Tai: Down-Forward+Kick 
20. Senpuga: Block+Kick 

21. Enseishuku: Block+Kick (while crouching) 


22. Back Flip: Tap Up-Away (up to three times) 


23. Haitentai: Up-Away+Kick 


Punch, Punch, Punch 
9. Hammer Kick: Punch, Kick 
10. High Kick: Kick 
11. Lunge Kick: Hold Forward+Kick 
12. Low Smash: Down+Kick 
13. Facelift Kick: Down-Forward+Kick 
14. Knee Smash: Forward+Kick 


ough Virtua Fighter may appear to be simplistic, it’s likely 
1e of the most complicated fighting games ever released. 
lo this day some players are finding new attacks for the 

inal arcade game. To help those of you who are new Saturn 
owners, we've compiled a list of the basic punch and kick attacks. 
Look to the September issue of Tips & TRICKS magazine for a com- 
prehensive moves list, including hopping attacks, leaping attacks, 
close attacks and much more. 


1. Knuckle Attack: Back+Punch 10. Elbow with Double-Fisted Siam: 
2. Low Elbow: Forward, Forward+Punch Forward, Back+Punch 
3. Low Elbow with Upper Punch: 11. Knuckle Kick: Punch, Kick 
Forward, Forward+Punch, Punch 12. Toe Kick with Doubled-Fisted Siam: 
4. Straight Knuckle: Punch Tap Down+Kick, (immediately) Punch 
5. Low Knuckle: Down+Punch 13. Uppercut Kick: Kick 
6. Upper Punch: Hold Down-Forward+Punch 14. Lunging Kick: Hold Forward+Kick 
7. Double Upper: Tap and hold 15. Veritical Kick: Down+Kick 
Down-Forward+Punch, Punch 16. Side Kick: Down-Forward+Kick 
8. Double Knuckle: Punch, Punch 17. Knee Smash: Forward+Kick 
9. Double Knuckle with Upper: 18. Toe Kick: Tap Down+Kick 
Punch, Punch, Punch 
eer ste Be ia ig Re 
1. Straight Punch: Back+Punch 16. Flying Flip Kick: Up-Away+Kick 
2. Chuugeki: Forward+Punch (can be combined with Back Flip) 
3. Danken: Punch 17. Short Flip Kick: Back, Back+Kick 
4. Jizuri Dan: Down+Punch 18. Low Slide: Forward, Forward+Kick 
5. Resshou: Punch, Punch 19. Offensive Roll with Kick: 
6. Raigekishou: Punch, Punch, Punch Back, Down-Back, Down, Down-Forward, 
7. Hagane: Punch, Kick Forward+Kick 
8. Resshoukyaku: Punch, Punch, Kick 20. Reverse Offensive Roil: 
9. Renkantenshin Kyaku: Punch, Punch, Punch, Kick Forward, Down-Forward, Down, Down-Back, 
10. Renkan Hai Tenkyaku: Back+Kick 
Punch, Punch, Punch, Up-Away+Kick 21. Offensive Roll: 
11. Tsukikaeshikeri: Kick Back, Down-Back, Down, Down-Forward, Forward 
12. Surigeri: Down+Kick 22. Defensive Roll: 
13. Naka Geri: Down-Forward+Kick Forward, Down-Forward, Down, Down-Back, Back 
14. Flying Knee Smash: Hold Down, then Forward+Kick 23. Rairyuu Hishou Kyaku: 
15. Back Flip: Tap Up-Away (up to three times) Forward, Forward+Block+Punch+Kick 
1. Straight Jab: Back+Punch 13. Elbow with Step Knee: Forward (hold)+Punch then Kick 
2. Straight Lead: Punch 14. Roundhouse with Jab: Kick, Punch 
3. Elbow Attack: Forward+Punch 15. Vertical Hook Kick: Kick 
4. Squat Straight: Down+Punch 16. Face Kick: Tap Down-Forward+Kick 
5. Jab with Straight: Punch, Punch 17. Low Kick: Down+Kick 
6. Jab with Straight (Strong): Punch, Punch, Punch 18. Medium Kick: Hold Down-Forward+Kick 
7. Punch with High Kick: Punch, Kick 19. Double High Kick: Down-Forward+Kick, Kick 
8. Punch with Side Kick: Punch, Down+Kick 20. Triple High Kick: 
9. Double Punch with Snap Kick: Punch, Punch, Kick Down-Forward+Kick, Kick, then Kick again 
10. Triple Punch with High Step Knee: 21. Front Kick: Tap Down+Kick 
Punch, Punch, Punch, Kick 22. Front Kick with Spin Kick: Tap Down+Kick, Kick 
11. Triple Punch with Somersault Kick: 23. Quick Knee: Forward+Kick 


Punch, Punch, Punch, Up-Away+Kick 
12. Triple Punch with Side Kick: 
Punch, Punch, Punch, Down+Kick 


1. Spinning Back Fist: Back+Punch 14. Triple Punch with Low Roundhouse; 
2. Double Back Fist: Back (hold)+Punch, Punch Punch, Punch, Punch, Down+Kick 
3. Straight Lead: Punch 15. Double Hook Kick: Kick, Kick 
4. Double Back Fist with Roundhouse Kick: 16. Vertical Hook Kick: Kick 
Back (hold)+Punch, then Kick 17. Grand Roundhouse: Block+Kick 
5. Elbow Attack: Forward+Punch 18. Low Grand Roundhouse: Down+Block+Kick 
6. Squat Straight: Down+Punch 19. Low Kick: Down+Kick 
7. Jab with Straight: Punch, Punch 20. Medium Kick: Down-Forward+Kick 
8. Jab with Strong Straight: Punch, Punch, Punch 21. Quick Knee: Forward+Kick 
9. Punch with High Kick: Punch, Kick 22. Low Step Knee: Forward, Forward+Kick 
10. Punch with Side Kick: Punch, Down+Kick 23. High Step Knee: Down, Forward+Kick 
11. Double Punch with Snap Kick: Punch, Punch, Kick 24. Double Step Knee: 
12. Triple Punch with High Step Knee: Forward+Kick, then Down-Forward+Kick 


Punch, Punch, Punch, Kick 
13. Triple Punch with Somersault Kick: 
Punch, Punch, Punch, Up-Away+Kick 
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Connecticut 
Outlawed in the pros, sure, but 


Alabama 


in Collegeville the glass comes out 

— when you 
Cincinnati y 

| : an throw down. 

Michigan St. m ‘ 


illinois 


Maryland 


Duke 


Georgia 


UNLV 


Louisville 


9e 


to the 


Oklahoma St. 


Kansas 


wearin 


Wake Forest 


LSU 

| indiana 

Florida 
Design your 
Georgia Tech own tournament with real 
- Michigan teams, stats and logos. And 
who better than Coach K 
Missouri to guide you through 


the madness? 


This official seal is your assurance that this product meets the highest quality 
standards of Sega™. Buy games and accessories with this seal to be sure 


:) LICE 
Fi 
that they are compatible with the Sega™ Genesis™ system. y 


| NSED 
NW, PRoDUCT 


Virginia 


Think On The Run 101. Call plays 


on-the-fly with over 50 offensive 


sets and 14 defensive sets direct 


from Professor K’s textbook. ; 
t 


The 
Shorts 
32 t 


SPORTS. 


It’s in the game. 


We were gonna’ call it 


“The net trimmin’-glass 
breakin’- play makin’-face 
paintin’ that’s-my-brain- 

you -just- jarred -roundball- 
te -HlOops ga 
's namé 


x bette 


——— 


AMPETTTTL TT 


EA SPORTS, the EA SPORTS logo, and “It's in the game” are trademarks, and Electronic Arts is a regis- 
tered trademark of Electronic Arts. ©1995 Electronic Arts. The Officially Licensed Collegiate Product 
logo is a trademark of the Collegiate Licensing Company. School names, logos, and mascots are the 
property of their respective universities. Sega™ and Genesis™ are trademarks of Sega Enterprises Ltd 
All rights reserved 


CIRCLE #108 ON READER SERVICE CARD. 


& 


8 all-time championship teams 


[complete with afros]. 


tte, ees 
— it ty 
2 —_ .. 
4 . 
~ a 
North Carolina St. 
real deal, baby. Baggy Ca “ 


. T-shirts under jerseys. Temple 


op current teams and 


No time left, national championship 
on the line, and the only thing 
in your way is King Taunt and his 


merry band of chanting idiots. 


Villanova 


this year? . 


Magic moves are special moves that can only be performed when you 
are depleted of most of your energy. To execute one of these moves, 


your health bar must be flashing. 


ah 
maa 


ae 
WR 


Raising Storm: € FNbV eeu, C+D 


Dangerous Wolf: ) Vv ,B+C+D 


Geese Howard — 
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GENESIS + SUPER NES + SEGA CD + JAGUAR + 300” 


The SECRETS of 


DONKEY KONG 
rea 


(6 issues) 
only 


OFFER EXPIRES NOVEMBER 20, 19° 


YOU HAVE BEEN CHOSEN TO REPRE- 
SENT EARTH IN MORTAL KOMBAT. 
BE WARNED: ALTHOUGH YOUR 
SOULS ARE PROTECTED AGAINST 
SHAO KAHN'S EVIL, YOUR LIVES ARE 
NOT. | CANNOT INTERFERE ANY 
LONGER, AS YOUR EARTH IS NOW 
RULED BY THE OUTWORLD GODS. 
THESE ARE THE WORDS OF RAIDEN. 


“ita. 
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elcome to the second installment of 

VipEOGAMES’ continuing Mortal Kombat 3 

coverage. To help you to fully immerse your- 
self in the ways of Kombat, we've compiled a list 
of moves and secrets that will point out the sub- 
tleties as well as the brutal excess of what's sure 
to be the hottest fighting game of 1995. 

The following information has been tested 
with the use of an MK3 machine outfitted with 
ROM revision 1.0, the most recent version of the 
game available at press time. We'll have 
received version 1.1 chips by the time you read 
these words; look for updates and additional 
info in our next issue. 


TSUNG IS SHAO KAHN'S LEAD SOR- 
CERER. HE ONCE FELL OUT OF 
FAVOR WITH HIS EMPEROR AFTER 
FAILING TO WIN THE EARTH REALM 
THROUGH TOURNAMENT BATTLE. 
BUT THE EVER-SCHEMING SHANG 
TSUNG IS INSTRUMENTAL IN 
KAHN’S CONQUEST OF EARTH. HE 
HAS NOW BEEN GRANTED MORE 
POWER THAN EVER. 


Flaming Skull 
Back, Back, HIGH PUNCH 


Morph into Sonya 
Hold Down, press RUN+LOW 
PUNCH+BLOCK 


Two Flaming Skulls 
Back, Back, Forward, HIGH 
PUNCH 


Morph into Stryker 
Forward, Forward, Forward. 
HIGH KICK 


Morph into Sub-Zero 
Forward, Down, Forward, HIGH 
PUNCH 


ae ~ Morph into Cyrax 
Three Flaming Skulls BLOCK, BLOCK, BLOCK 
Back, Back, Forward, Forward, 
HIGH PUNCH Morph into Sektor 


Down, Forward, Back, RUN 


Morph into Nightwolf 
Up, Up, Up 


Morph into Sheeva 
Forward, Down, Forward, LOW 
KICK 


Ground Eruptions 
Forward, Back, Back, LOW 
KICK 


Morph into Kabal 
LOW PUNCH, BLOCK, HIGH 
KICK 


Morph into Sinde!l 
Back, Down, Back, LOW KICK 


Morph into Jax 
Forward, Forward, Down, LOW 
PUNCH 


Morph into Kano 
Forward, Back, Forward, 
BLOCK 


Mystic Spikes Fatality 
Hold LOW PUNCH, press 
Down, Forward, Down, 
Forward and release LOW 
PUNCH 


Morph into Liu Kang 
Rotate joystick 360° clockwise 


md Bed > 
>. 6s ) aS \¢ = 


SHE ONCE RULED 
THE OUTWORLD AT 
SHAO KAHN'S SIDE 
AS HIS QUEEN. ‘ 
NOW, 10,000 YEARS 
AFTER HER UNTIME- \* 
LY DEATH, SHE IS 
REBORN ON EARTH. 
HER EVIL INTENT IS 
EVERY MATCH FOR 
SHAO KAHN'S 
TYRANNY. SHE IS 
THE KEY TO HIS 
OCCUPATION OF 
EARTH. 


Energy Ball 
Forward, Forward, LOW PUNCH 


Paralysis Shriek 
Forward, Forward, Forward, HIGH 
PUNCH 

(Will backfire if performed on an opponent ps 

who is already paralyzed) 
Flight 
Back, Back, Forward, HIGH KICK 
(Press BLOCK to land) 


. 
D, 


7 


Air Energy Ball 
(Only while flying) 
Back, Down, Forward, LOW KICK 


. Weave WIAs 
festi@Gliry 


Animality v 
(Only after showing Mercy) 4 
Forward, Forward, HIGH PUNCH Ans 
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KANO IS THOUGHT T0 


AFTER THE 


caer HAVE BEEN KILLED IN 
AFTER THE FIRST TOURNAMENT, "= slo va sce 
FAILING T0 CON- INSTEAD, HE'S FOUND FINDS HIMSELF THE 
VINCE HIS SUPERI- ALIVE IN THE OUTWORLD PRIME TARGET OF 
ORS OF THE COMING WHERE HE ONCE AGAIN MAHN'S EXTERMING- 
OUTWORLD MENACE, ESCHDES CAPTURE BY TION SOUMOS. HE IS 
JAX BEGINS TO SONUA. BEFORE THE THE SHAOLIN CHAR 
COVERTLY PREPARE ACTUAL OUTWORLD PION AND HAS 
FOR FUTURE BATTLE INVASION, KANO CON- THWARTED KAHW'S 
WITH KAHN'S MIN- VINCES SHOM KAHN 70 SCHEMES IN THE 
IONS. HE OUTFITS SPARE HIS SOUL, KAHN ONST. OF MLL THE 
BOTH ARMS WITH NEEDS SOMEONE T0 HUMANS. KANO 
INDESTRUCTIBLE TEACH HIS WARRIORS | DOSES THE GREAT: 
BIONIC IMPLANTS, HOW TO USE EARTH'S EST THREAT 10 
THIS 15 A WAR JAX IS WEAPONS, KANO IS THE SUN KAHN'S RULE 
PREPARED TO WIN. MAN TO D017. i 


Earthquake Cannonball Roll 


+ = Fireball 
Hold LOW KICK for three seconds, % Charge LOW KICK for three seconds, Forward, Forward, HIGH PUNCH 
then release : release i 
Low Fireball 


Forward, Forward, LOW PUNCH 


Knife Throw 
Down, Back, HIGH PUNCH 


a 
a OD 


Gotcha Grab 
Forward, Forward, LOW PUNCH 


Bs 


Pl Flying Kick 
Forward, Forward, HIGH KICK 


Bicycle Kick 
Hold LOW KICK for three seconds, 
then release 


| ‘Multi-Slam - ae 4 Knife Uppercut 
Press HIGH PUNCH repeatedly while Down, Forward, HIGH PUNCH 
throwing your opponent a 


Back Breaker 
Press BLOCK while close to opponent 
in mid-air 


Arm Cannon 
Back, Forward, HIGH PUNCH y 


Headbutt 
(Only during a combo) 
Down+LOW PUNCH 


L. Fire Fatality 
"a Forward, Forward, Forward, Back, 
Forward, LOW KICK 


Double Arm Cannon 
Forward, Forward, Back, Back, HIGH 
PUNCH 
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SONA DISHPPEARED 


WHEN THE 


AFTER THE FIRST OUTWORLD PORTAL >... 
TOURNAMENT BUT . OPENS OVER A LARGE THEN 

WAS LATER RESCUED Fi CITY IN NORTH RETURNS UNMASKED, HE 
FROM THE AMERICA, PANIC AND WAS RETRAVED BY HIS 
OUTWORLD BY JAX. CHAOS RAGE OUT OF OWN HINA CLAN, THE LIN 
AFTER RETURNING CONTROL. KURTIS KUEL. HE BROKE SACRED 
TO EARTH SHE AND STRYKER WAS THE CODES OF HONOR BY 
JAX TRY TO WARN LEADER OF A RIOT LEAVING THE CLAN AND IS 
THE U.S. GOVERN- CONTROL BRIGADE MARKED FOR DEATH, BUT 
MENT OF THE LOOM- WHEN SHAO KAHN UNLIKE THE NINJA OF OLD, 
ING OUTWORLD BEGAN TAKING HIS PURSUERS COME AS 
MENACE, LACKING SOULS. HE FINDS MACHINES. HE MUST HOT 
PROOF, THEY WATCH HIMSELF THE LONE ONLY DEFEND AGAINST 
HELPLESSLY AS SHAO SURVIVOR OF A CITY THE OUTWORLD MENACE, 
KAHN BEGINS HIS ONCE POPULATED BY UT MUST ALSO ELUDE HIS 
INVASION. MILLIONS. SOULLESS ASSASSINS. 


Club Swipe 
Forward, Back, LOW PUNCH 


Sliding Club Throw 
Forward, Forward, HIGH KICK 


>" 


Slide 


Energy Rings 


7 
Down, Forward, LOW PUNCH . ghee. OW Kies 
Leg Grab 
Hold Down, press LOW <A = TH, | 
PUNCH+BLOCK Grenade Toss ¥ 
Down, Back, LOW PUNCH 
Square Wave Flight 
Forward, Back, HIGH PUNCH High Grenade Toss 
Down, Back, HIGH PUNCH 
Freeze Ray 
‘4 ~=——- Down, Forward, LOW PUNCH 


Bicycle Uppercut Kick 
Back, Back, Down, HIGH KICK 


, 


Air Freeze Ray 
Down, Forward, HIGH PUNCH 


Bomb Fatality 
Down, Forward, Down, Forward. 
BLOCK ol 


Ice Clone 
Forward, Down, Back, HIGH PUNCH 


Kiss of Death Fatality 
Down, Down, Down, Forward, LOW Zapper Gun Fatality 
KICK Forward, Forward, Forward, LOW 
KICK 


-_ - <item aan imi wai 
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SERTOR 1S ACTUALLY 
THE CODE NAME FOR 


WORKS AS A HISTO- 


CR UNIT LK-979, HE WAS pi a as 

UNIT LX-4O4, THE SEE THE FIRST OF THREE CULTURE, WHEN 
OND OF THREE PROTOTHPE DROTOTUPE CUBERNETIC WAHN'S PORTAL 
CUBERNETIC NINJAS BUILT NINJAS BUILT BY LIN OPENS OVER NORTH 
OY LIN KUEI, LIKE HIS KUEI. SEKTOR WAS AMERICH 
COUNTERPARTS, HIS LAST , ONCE A HUMAN ASSAS- WIGHTWOLE USES 
PROGRAMMED COMMAND | SIN TRAINED BY THE LIN THE MAGIC OF HIS’ 
IS TO FIND AND TERMI- / |  KUEI. HE VOLUNTEERED SHAMEN TO PRO- 
WATE THE ROGUE NINJA FOR AUTOMATION TECT HIS TRIRE'S 
$UB-ZERO. WITHOUT A BECAUSE OF HIS LOWAL- SACRED LAND. THIS 
SOUL, CURAX GOES UNDE: TV FOR THE CLAW, AREA BECOMES A 
TECTED BY SHAQ KAHN SENTOR SURVIVES THE VITAL THREAT 10 
AND REMAINS A POSSIBLE OUTWORLD INVASION— KAHIN'S OCCUPH.- 
THREAT AGAINST HIS § HE HAS NO SOUL T0 TION OF THE EARTH, 


OCCUPATION OF EARTH, fama 


Green Net. " Missile i Bow-and-Arrow 
Back, Back, LOW KICK " Forward, Forward, LOW PUNCH Down, Back, LOW PUNCH 


Bomb Drop 2. : Tomahawk 
Hold LOW KICK, press Forward, Heat-Seeking Missile : Down, Forward, HIGH PUNCH 
Forward, HIGH KICK Forward, Down, Back, HIGH PUNCH § 
ar ee > f 
pases! “SRE SU” ARES 4 Se _— tit Need f 
Close Bomb Drop Ti eer er P 
Hold LOW KICK, press Back, Back, 
HIGH KICK 
Teleport Uppercut Green Dash 
Forward, Forward, LOW KICK : Forward, Forward, LOW KICK 
Teleport 


Suicide Fatality 
Up, Up, Down, HIGH PUNCH 


- Light Fatality 
™ Down, Forward, Forward, HIGH KICK 


Crush Fatality 
Back, Back, Back, HIGH KICK 


ae Ee ea TS) | Te 
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Pie 


AFTER AVENGING THE 


SHE WAS HAND-PICKED saeco ~~ = 
BY SHAO KAHN T0 . 
ANCESTOR BY EMERGING AS A CH 

SERVE AS SINDEL'S PER- 

SUPREME CHAMPION SEW WARRIOR. HIS 
i AGAINST ALL OUTWORLD 
BECOMES SUSPICIOUS DENTIY 1 A STERY 
OF SHAO KAHN'S LOVAL- T0 ALL. IT'S RELIEVED 
TY TOWARD HER RACE op pe 
OF SHONAN WHEN HE 
PLACES MOTARO AS THE TIOW OF SHAOLIN KAHN'S EXTERMINATION 
LEADER OF HIS EXTER- ALONGSIDE LIU KANG. SQUADS. AS H RESULT, 

BUT LAO'S GREATEST HE IS WICIOUSIY 
WINATION SQUADS. OW 

CHALLENGES LIE AHEAD, SONRRED AND KEPT 
THE OUTWORLD, 

; FIGHTING FOR THOSE ALIVE ONLY BY 
MOTARO'S RACE OF 
CENTURIANS ARE THE WHO CANNOT DEFEND ARTIFICIAL RESPIRA: 
NATURAL ENEMY OF THEMSELVES AGAINST TORS AND A RAGE FOR 
SHOKAN, SHAO KAHN'S ENDING SHAO KAHN'S 
CONQUEST, 


By Tornado Dash 3 


Teleport Stom . Back, Forward, LOW KICK 
Down, Up : j - — 
Fireball Down, Up | pimseday 
Down, Forward, HIGH PUNCH . 
¢ 


Ground Stomp 
Back, Down, Back, HIGH KICK 


Purple Fireball 
' Back, Back, HIGH PUNCH 
(Also works in mid-air) 


Ground Pound Fatality 
Forward, Forward, Forward, LOW / 
PUNCH 


J Whirlwind Spin 
: Forward, Down, Forward, RUN 
: 


Hat Throw 4 
Back, Forward, LOW PUNCH 


Skin Peel Fatality 
Hold HIGH KICK, press Forward, 
Forward, Forward, then release HIGH 
KICK 


% Fatality >. 
| Back, Back, Forward, Down, BLOCK @ r 
; << 
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An innovative new feature of MK3 / Version 1.0 of MK3 has three stage-spe- If you’re lucky enough to be on the 
is the ability to have mercy on your \@ cific fatalities that can be performed by machine when it reaches Battle 100 in 
opponent after you have defeated him or any character with the exact same button the two-player mode, you'll be treated to 

| her. Here's how it works: When you're in } combination. While standing directly in #R a surprise: a hidden game that can be 
| the third round of a match and you're [|| front of your opponent, the move is exe- /™@ played before the first round of the next 
told to finish your enemy, quickly press —{| cuted as follows: Forward, Forward, &| match! We don’t want to ruin the sur- 
| Down, Down, Down, RUN. This move |% Forward, RUN. Try it in the Subway, the fi prise by showing you what the game 
| works for all characters on the 1.0 |} Bell Tower and the Pit Ill and remember: \#| looks like, but we’ll tell you this: It ain’t 
| machines. Your enemy will be given a || This move will not work for all characters 
| one-time burst of energy for a final i 
@ chance at victory. Important note: You 
i must show mercy to your opponent 
|| before attempting to perform your char- 
| acter’s Animality! Also, be aware that 
newer upgrades of MK3 will probably 
| have character-specific “Mercy” moves. 


Play until the two-player battle counter 
reaches 100. 


FOO HAVE MEER TAMA PGRTES 
ID MAGI HER QIGiA 


# RESCH WHERE AETHER THE PAATH MARAICRT 
MOR SHAG MAA HOVE OAT CMT eat 


REM ATE THE RESLM OF 


Quickly press Down, Down, Down, 2 oo Boe REL opcanED 
RUN. | —_ : 
Your enemy will drop into the pit... 
7, wes 00 -| After this message, you'll be sent to a 
_<—_-_ — ty hidden game! 


~ 


Your opponent gets a tiny bit of energy 
back. 


The move sends your enemy through 


ee the Subway ceiling... 
Each character is expected to have his ‘ “ite 


or her own “Mercy” move inthe newer # ee a wae z i i Fe g 
versions of the game (1.1 and up.) i = : 7 | ee 


\ al 


Per z : 
2 it Sone. 


...only to crash through to the tracks... 
Your opponent crashes through the 


tower’s wooden floors... 


: sm 


...fight into the path of a speeding sub- 
way train! 


..t0 be impaled on a bed of spikes in 
the basement! 


38 VipeoGames July '95 


At the bottom of the “Vs.” 
screen before any two-player 
bout, you'll see six boxes, each 
containing a dragon icon. Player 
1 can change the symbols in the 
first three boxes by pressing his 
or her LOW PUNCH, BLOCK 
and LOW KICK buttons; Player 2 
can do the same for the other 
three symbols. The six symbols 
represent secret codes which can 
have subtle or dramatic effects on 


game play. | .. C Question Mark 


Each button causes the symbol 


It fp 
. a 
in the corresponding box to change y Lightning Bo i 
to the next icon ina predetermined © | 
order. For example, pressing the 3 

Player 1 LOW PUNCH button once | 

will change the dragon icon in the 

first box into a “MK” symbol; press- 

ing it a second time will change it to 

the third icon in the sequence (a 

Yin/Yang) and so on. Pressing a but- 

ton more than nine times will cause 

the order of icons start over; in other 

words, pressing a button that corre- 

sponds to a box with a skull symbol 

will change the skull back to the orig- 

inal Dragon icon. The chart at the 

right shows the order in which the 

symbols appear. 


Here’s a working code that we'll use as an example: Skull, Shao Kahn, Raiden, MK, Yin/Yang, 3. To enter this 
code, Player 1 should press LOW PUNCH nine times, BLOCK eight times and LOW KICK seven times; Player 2 
should hit LOW PUNCH once, BLOCK twice and LOW KICK three times. The match-up screen doesn’t stay up for 
long, so you'll need to punch the codes in fast. Fortunately, you can advance through the icons in reverse order by 
simply holding Up on the joystick while you press the buttons. In our example, Player 1 can get the proper symbols 
to appear more quickly by holding Up on the stick and pressing LOW PUNCH once, BLOCK twice and LOW KICK 
three times. Try this cool code at your local arcade; you’ll be surprised to see what it does! 

Throughout the summer, Midway will be leaking codes to players through advertisements and other sneaky 
methods. The most common codes will appear as hand-drawn symbols that correspond to the icons as shown in 
the third column of the chart above. However, many players have been finding it easier to memorize the codes by 
referring to them in terms of the number of button presses it takes to get the proper symbols in place. For example, 
the code that activates the game’s Throw Disable feature—MkK, Dragon, Dragon, MK, Dragon, Dragon—is easier 
to remember in numeric form as follows: 100-100. In other words, both Player 1 and Player 2 should press the LOW 
PUNCH button one time. The mysterious code used in our example above could be written as 987-123. 


+) _% 
cession orm) lB) 


Print icon form Cc) > 4\@) =, 


Numeric form 
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Rare and Nintendo have pushed 

the envelope again. The sequel 

to their mammoth hit, Donkey 

MS) VAS / iS) fe Kong Country, will be gracing a 

inet as Nintendo ruled Ls ay JAN. a) LAS pit] retail store near you in Novem- 

last year’s Christmas a Be ee EN a] ber. Diddy’s Kong Quest is the 

season with the origi- pee Ot aewe | latest standard in 16-bit video 

3h a oa ; gaming. With eye-popping 

Deen = = hoole ™ graphics and sweet sound, 

y; — , (or Diddy is sure to blow you away. 

come to pass that — go ; The same great gameplay and a 

" | DKC 2 will rake in the -——™ cast of new characters make this 

; mber | greenbacks this year. _— 2 oe an eagerly awaited title here in 
Avahabie: Novenb ay Fy the twilight of the Super NES 


Diddy and Dixie can 
climb on each other's 
back to reach higher 
platforms. 


You read it 
here first: 


King K. Rool | a” 
Is back! es : - 


~~. » 
YS Both characters can pick 

up the other player and 
throw him or her at the en- 
emies as a weapon. 


You ain’t seen nothin’. The immi- 
nent arrival of Killer Instinct on the 
SNES has been worked into such 
an advertising frenzy, it’s hard not 
to get caught up in it. $20 million 
was spent on this campaign! 
The designers that gave us Don- 
key Kong Country are at it again 
with K/, and they claim to have 
created the most perfectly 
rendered characters ever seen on a 
home system. You can make up 
your own mind this fall. 


tinct for the 

SNES looks remarkably 
good after translation. If 
you love how 

the game plays 

in the arcade, fear not— 
you can expect that 
same gameplay on 


piavere’ 1 OF 2. 


the Super NES. Available: August 
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Spot Goes to Hollywood show- 
cases the lovably mischievous 
7-Up mascot as he battles 
numerous enemies and attempts 
to solve the many mind- 
boggling puzzles of this huge, 
40-level game. Spoofing many of 
Hollywood's classics such as 
Dracula, Aliens, Star Wars and 
Mutiny On the Bounty, Spot will 
appear on most major platforms. 


With its 3-D rendered 
graphics, Spot Goes 
To Hollywood has a 
visually stunning 
appeal that could 
raise it above most 
other side-view 
platform games. 


4: Fite 


a 


The angled, Zaxxon-like perspective “~ mancow ©. Ta ai 2 
se e for this oo “ la ei —— C Could shark halitosis be the 


action/platform game. | ae . '. | greatest obstacle in Spot’s path? 


Developed by former Virgin 

designer John Botti (Robocop vs. 

The Terminator) at his new devel- 

: opment house,’ Black Ops 

Agile Warrior: F-111X Entertainment, Agile Warrior is a 
is anew aerial com- | | : peg eg = pe ny allows 

= met | | or a pilot and gunner. Ten mis- 

bat game from Virgin. ae Nice sions located around the globe 
This smooth shooter » Evere ) must be completed to thwart the 
will take fulladvan- | ~~ actions of certain powerful par- 
tage of the PlaySta- | | “a ties—maybe even the president! 
tion’s capabilities. . | | Agile Warrior: F-111X promises to 
Watch for it | be a palm-sweating, high octane 

; shooter with unique controls and 

“gravity” factors. 
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IDEOGAMES 


Shiny Entertainment’s second 
Earthworm Jim’ adventure 
should prove no less exciting 
than the first one. With 24 meg 
of memory—a 50% increase over 


the previous game—the charac- @ 


ters and backgrounds look bet- 
ter than ever. Shiny’s Animotion 
technique of creating movie- 
quality sprite animation has also 
been improved; Animotion Il de- 
livers new secret hidden special 
moves, a Snott swing, Snott 
parachute and five new guns. 


= 


© Ks 100x 


Earthworm Jim 2 
needs practically no 
introduction. Look for 
the cartoon TV series, 
comic book and action 
figures, as well as a 
Genesis version of EJ2 


in October. Nallehte Betahee 


VIDEOGAMES | 


Casper gets around. 
His new video game 
will also be available 
for the Sega 32X, 
Saturn and Sony 
PlayStation. Boo! 
" : (Did we scare you?) 
October 
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Descent has been 
one of the top IBM 
PC titles for months. 
It remains to be seen 
if this success can 
be repeated on 
console systems. 
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Just in time for Halloween, Interplay 
will release this 3-D animated game 
featuring everyone’s favorite dead 
kid, Casper. Players control the 
perky little ghost, who must pass 
through walls and morph into all 
sorts of goofy things in a quest to 
solve complicated puzzles and find 
the pieces of a life-restoring 
machine. Along the way, expect 
Casper to be thrown off-course and 
harassed by his obnoxious uncles. 
(But c mon—Casper’s already dead. 
How much harm can the uncles do?) 


Forget the Earth—Save the moon! 
A true 360° flyer, Descent sends 
players zooming through over 30 
levels of lunar mineshafts, seeking 
to destroy an alien invasion force 
to the tune of a bombastic indus- 
trial soundtrack and multi-direc- 
tional sound effects. Descent’s 
bad guys are adaptable, develop- 
ing new strategies with each new 
game and striking back accordingly. 
If all this sounds too pant-poop- 
ingly intense to handle alone, up to 
seven other players can join in. 


Tired of racing games where 
you're on wheels that touch the 
ground? Come September, 
things are gonna change with the 
emergence of Wipe Out, a new 
racer from Psygnosis. Instead of 
being glued to the street, Wipe 
Out has you hovering above the 
tracks with anti-magnetic forces 
that lift your craft off the surface. 
Add eight different flying vehi- 
cles, nine super weapons and 
blistering speed and you have 
one amazing ride. 


With Psygnosis’ Destruction Derby, 
you can enjoy the most exciting type 
of competition at home—stock car 
racing. Just imagine tons of metal 
vehicles bumping and smashing 
against each other in this game of 
destruction. The goal is to finish 
first—or, if things get really hairy, 
just to finish. One of the most antici- 
pated releases for the PlayStation, 
Destruction Derby has the makings 
of an instant classic. You can’t go 
wrong with a game which revolves 
around car wrecks, can you? 


With the Sony PlaySta- 
tion’s “linking” capabil- ° 
ities, you Can race your 
friends through the 10 
mind-numbing tracks; 
each player will have 
his or her own full- 
screen view. 


Will players go back to 
Ridge Racer after 
they've experienced 
the mass destruction 
of this game? We’re 
hoping the game will 
include “Figure-8” and 
“Arena” tracks. 
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Nina uses a low kick to put Michelle 


AUIS 
HTS a 
WIFI 


down and make her stay down. Ouch! | 
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TEN SECRET 
CHARAC- 
TERS! (So 

far.) Do you 
know their 
names? 


FIGHT THE BOSS!! 
Heihachi will kick your butt. 


: 

_ Myweight f[ 

» _makesme = ff 
" _ invulnerable, ff 
‘ ' you silly | 


' clown! 
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: _ Tekken will contend with games like Virtua 
ceueeen Fighter for the Sega Saturn and Toh Shin 
Den, another fighting game for the 
PlayStation, when both systems are 
released later this year. Like Virtua Fighter, 
Tekken already has a strong foothold in the 
arcades. The PlayStation version of Tekken 
will provide all the arcade characters and 
moves, so all you fans of the arcade game” 
won't be disappointed. 
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Paul, as you can see,} 
is the one with the 


Kid n’ Play hairdo and 
the motorcycle} 
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All those good © 
Taoist health 
practices have 
paid off for Law 
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epee Sled will be 
Namco Feleased this fall 
with the launch of 
the Sony Play- 
Station. Fans of the 
Original arcade game 
should already be 
jumping up and down 
with sheer joy. 
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Namco really seems to be beefing up 
the PlayStation’s lineup of games, 
having developed and published the 
racing game Ridge Racer and the 
fighting game Toh Shin®en, as well 
as Cyber Sled. For those not famil- 
lar with the arcade game, Cyber 
Sled is a futuristic battle simulation 
in which you control a hover-sled 
through an obstacle course and 
attempt to destroy other sleds. A 
split-screen option replaces the coin- 
op’s multi-screen combat. 


Play in two- cation wil 
screen mode. 


LL 
% 
4 Bae 


“Hey, if you like pool but don’t have a 
pool table and the nearest pool hall 
is all the way across town, then ams i cert ' 
Minnesota Fats Pool Legend is ee OTN. 
exactly whafgyou need, isn’t it? an Minnesota Fats 
suaetin of your oom homes te i orca tee 

your ow = : 
enjoy a little Nine Ball with your : pe released * 
trusty Sega Saturn. Minnesota this fall for 


Fats Pool Legend is the second pool , / 2 the Sega 
game from Data East featuring Genesis and is Cs 
Minnesota Fats. Play by yourself, Sega Saturn, as well as 


against the computer or with a . 
buddy or two. the Sony PlayStation. 


Kight Ball 


Rotation 

id.1 Continuous 
OnePacket 
Bowlliards 
Cut- Throat 
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very ‘80s. 


FLACtLRI 


In The Ooze, you play as a big, green, 
slimy blob who crawls around in 
search of various toxins and biohaz- 
ards in an attempt to rid the 
world of such pollutants. No, 
you yourself are not a toxin or a 
biohazard, even if you do look like 
one. So you’re a slimy blob with 
good intentions. You weren’t always 
a big pile of mucous though. You 
were once a scientist, but one of your 
experiments went awry and—whad- 
dya know?—you’re big and green, 
though not quite the Incredible Hulk. 


The Ooze is a 
game for anyone 
who likes their 
action a little 
green or a gooey. 
Any game that’s all 
about ooze ought to 
prove at least some- 
what interesting. 


Technical Institute 


ne 


H! The bigger you 
larger a target 
| make. — 


The Magic School Bus features 
‘several different types of gameplay 
tk... ig for younger kids who are probably 

f » just starting to develop some sort of 
hand/eye coordination. Travel to all 
the planets in our solar system, 
including the moon. Drive around in 
a cute yellow space bus, shoot at 
asteroids, collect stars or fuel or 
oxygen tanks or things that look like 
big beach balls and whatever else 
you may need during your travels. It 
looks like good, clean fun fer 
Genesis kiddies. 


The Magic School Bus 
was developed by 
Novotrade, previously 
known for the Ecco the 
Dolphin series. Look for 
some funny Sega 
Saturn jokes in the 
game. 


MOON 


DISTANCE CEARTH-SUN=1) = 
WEIGHT CON EARTH=100): 
YEAR CEARTH YEAR): 
SIZE CEARTHH=I) > 

& MASS CEARTH=1) - 

MOONS: NONE 
RINGS: NONE 
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In Interplay’s Kingdom: The Far 
Reaches, you play as Lathan 
Kandor, apprentice to the magi- 
cian Daelon, responsible for 
reuniting three relics from the 
Hand of Mobus. Only after doing 
so will you be able to save the 
Princess Grace Delight. Drakes- 
blood, the Plague Magician, and 
the monstrous Torlok want you 
dead. Sounds like something 
that Dungeons & Dragons fans 
will like, doesn’t it? 
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eres sia 
Kingdom is based on a 
laserdisc arcade game 
from the mid-’80s 
called Thayer’s Quest, 
which saw limited 
release on the little- 
known Halcyon home 
laserdisc system. Available: July | 


? 
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Save Princess Grace Delight 
from the evil Drakesblood. 


You play as Lathan Kandor, an apprentice 
to the great magician Daelon. 
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__ fat 4 med Cab bstheet, -- 
Selecting the “History” option will 
allow you to view a brief movie that 

details the game’s story. 


i li i wit 
Ne 


Play in Apprentice 


mode or Wizard mode. 
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mments: 

Viacom New Media has 
translated other 
Nickelodeon television 
shows like Beavis and 
Butt-Head and Are You 
Afraid of the Dark? into 
video games. 


Start 
preparing for 
roe Monster 

Midterms. 


fs | These monsters like to sniff 
. | their armpits and juggle their 
| eyeballs—you’ll be able to 
really identify with them. 


en 
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AAAHH!!! Real eee 


based on the Nicktoon TV show 
with the same name. An action 
game that lets the player control | 
three different characters all at | 
the same time, AAAHH!!! Real 
Monsters includes ten monster 
environments along with five lev- 
els and bonus levels. Viacom 
New Media worked with 
Nickelodeon and the creators of | 
the TV series, Klasky/Csupo, to 

develop this game. | 


Each monster has its own 
____ Special scare tactic. 


areca of their Mighty Morphin 
Powers and forced to flee the Earth 
while the Command Center has been aes ee 
destroyed and Zordon left on —_— : —— — 
the brink of death. The Mighty [gael lea ae | ee Tire? Mighty ? Morphin 

Morphin Power Rangers have’ § Jt . — § Power Rangers: The Wave Oper Bandal 
to contend with Ivan Ooze asl — >» | & { eee & Movie will be released 
to regain their powers and ee a ' 0 i 3 31 pes this summer, and 
their home. Mighty Mor- Sa60c = 1k west. oe the video game is 
phin Power Rangers: The Be er A ee SOON to follow. So Fx 
Movie features seven lev- SF fe. “GSETT 2 you yourself will Players: 1 OF 

els of one- or two-player 1 “Se be able to fight _ accent tanement et 
cooperative fighting action. Ivan Ooze. Available: July 
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‘side 
layer * Si aT 
wherein rests the 
Boss. In Stage 7, 
you'll have to do bat- 
tle with Ivan Ooze. 
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Ge whiz, | don’t know...Saturday morn- 
ing cartoons must be spoiling Mega 
Man because he’s back in a new SNES 
cart, and after the rousing success of 
Mega Man X 2, it looks like he’s been 
slacking off heroism lately in favor of 
swank Hollywood parties with other 
cartoon stars. 

Capcom certainly has a recipe for rak- 
ing in the dough, and Mega Man is one the 
company’s tastiest morsels. Ever since the 
days of the NES, Mega Man’s been 
| knockin’ ’em dead with solid, engaging 

- gameplay, a colorful cast of characters and 
inventive sequels. But with Mega Man 7, it 
looks like the formula is starting to get a 
bit...well, old, actually. Mega Man 7 
starts—promisingly enough—with a neat 
introduction showing how Doctor Wily es- 
caped from prison with the help of special 
| sleeper robots built in the event of his cap- 
— ture. Naturally, it's up to Mega Man to save 
the city, but it’s just not that exciting this 
time around. In fact, | was almost tempted 
to let the city burn to the ground. 

To begin with, Mega Man 7s graphics 
are a step down from the amazing eye 
candy on display in X 2. I’ve been told that 
this is an attempt to make the game look 


AKDOVN W 


GRAPHICS 
_ Astep down from previous SNES Mega Men. 


SOUND /MUSIC Wes 
More of that kooky good Japanese music. 


PLAYABILITW 
You'll want to play Mega Man X 2 instead. 


OVERALL 
RATING? 


<e eae) 


ey ga 


VIDEOGAMES 


cs 


uly. ‘95 


CDEcAy 


ae ee 


more like the cartoon 
and to harken back to 
the NES games, but to 
me, the graphics simply 
look rushed, as if get- 
ting a sequel out while the cartoon was 
still hot was a priority over stunning qual- 
ity. Yes, it looks like a Mega Man game, 
complete with crazy enemies like Cloud 
Man and Burst Man, but it pales in compar- 
ison with its immediate predecessor. 

Other features which made Mega Man X 
2 stand out are missing as well. Mega 
Man’s ability to cling briefly to walls is ab- 
sent, and without it Mega Man seems to be 
a bit less of a...well...a man! Who ever 
heard of a superhero losing his powers 
from one episode to the next? Mega Man 7 
is also lacking the size and scope of X 2. 
The levels are shorter and more repetitive, 
and everybody with a brain knows that 
sequels are supposed to be bigger and 
better, right? Right? 

It’s not all bad, though. It’s still a plat- 
form game, it’s still playable, there are 


quite a few fascinating new characters, /— 


such as the city’s new robot hero Bass and 
his dog Treble. It just lacks the ooomph! 
that so many of us are used to. True Mega 
Man fans might want to ask Capcom, 
“Where’s the beef?!” 

—Gabe Soria 


Watch as Mega Man destroys robots. 
Don’t you think they have feelings? 


be i 7 
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| BETTY 
| As good as the rest of the 


games in the Mega Man 
series—this one’s more old 
school, though. 


CHRIS B. 


Abit of astep down from X22. © 


CHRIS G. 


y 4 


Gabe’s right, same old thing. 


| GRAPHICS 
Nothing to get excited about. 

SOUND /MUSIC = 
I didn’t even notice if there was any. 


PLAYABILITY 
Plays like Acclaim’s latest Spider-Man game. 


ls it Spider-Man? No. ;, it The Tick? No. ' fell then, who is of the bosses a are just weak. 

this guy? He’s The Phantom. ..and he’s from le year 28 _ Another annoying point to this ¢ 

Even if you haven't seen the Phantom 2 Usually this is not something 

_. show or the old-sch tom comic strip, = _ but this game should be mac ° 

should still be able to guess by looking at his ‘developers’ obvious atte 0) a' 

costume that the Phant a superhero. , doesn’t work for rn me. Ther *? re 

Formerly a student, The Phantom is now bat- , = les and grays and blue 

__ tling bad guys all over a gothic apetleg = , . | | 
_ rip-off of a city. Equipped with a variety « 

yaw i an ats, he even | has ‘a gun tha 


) attract attention. 
attracted more 
but now it = doesn’t cut i 


out most of 
tee re as 


the game caren almost laughable od a ae 
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RATINGS 


9 Berry G 
¢ - Aplatform game with only typi- 
cal gameplay. 


Frustrating and ultimately not 
very rewarding; a fairly ordinary 
action game. 


PO eS & 
Too gloomy for its own good. 


| VIACOM 


NEW MeEdiA 


| PHONE 


(212) 258-6491 


: DEVELOPER 


SIZE 
16 MEG 
PLAYERS 


1 


Look how exciting this game is! 
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PER NES 
f the two versions of Justice League Task Force, this is the 
one to get The difference between the Genesis and SNES 
versions amazes me. Though two separate developers 
were involved, it’s hard to believe that they came from the 
same producer. 
The big differences between the two games are in the moves and 
graphics—two pretty important areas. While the Genesis version 
lacks sharp graphics, great color and cool moves, the Super NES 
version stands tall. The weird thing is that the moves from one game 
bear no resemblance to the other. Also, as in Aquaman’s case, the 
superheroes themselves are different. In the Genesis cart, Aquaman 
has a trident; no trident here, though. 
While this is a much better version of the game, it still isn’t as good as it 
could have been. | wanted flair, outrageous effects and eye-popping 
special moves. All of these were absent. What we end up with is a 
perfectly ordinary fighting game that’s essentially Street Fighter Il 
with D.C. superheroes. The only card that it still has to play is 
that it will appeal to comics fans who are dying to pit Batman 
against Superman, or The Flash against Green Arrow. 
Check this game out, but don’t get your hopes too high. 
—Geoff Higgins 


oA ‘solid beat-’em- up with good 
_ graphics and great sound FX. 


CHRIs G. cB 
Now I can answer those nag- 
ging questions about which 
superhero is the strongest! 


(516) 624-8888 
DEVELOPER 


BLIZZARD/SUNS( 


> 
-j —3 FF 


To am ¢ 


acuana® | fi Needs a little more pizzazz. = FS SIZE 


| «= | DARK AVENGER OF 

| THE NIGHT, BATMAN 
o£ * USES HIS SHARP 
“MARTIAL ARTS SKILLS 
AND ADVANCED TECHNOLOGY TO 


BRING CRIMINALS TO JUSTICE. 


FRAP Hi ¢ 
The colors in this ene are scintillating. 
DU INS AwSic 
| Find out what a Superman punch sounds like. 
PLAYABILITY 
Plays a lot like Fatal Fury. 


»VERALL 


7? 


“Makes you want 
to watch the 


The Flash unleashes! 
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nary. You can sell a bunch of moves and the combos are nothing 
copies to the built-in audience of special. Also, the progression of 
comics fans sight unseen, but difficulty levels is not nearly as 
game players need something smoothas on the SNES. 

more than a surprisingly average Though the concept was great, 


fighting game to make the pur-_ the Genesis Justice League game 
chase worthwhile. just doesn’t shine when you 
When you first start playing compare it to the more colorful 
JLTF, you'll enjoy yourself. Youcan characters, more interesting back- 
use one of six superheroes and _ grounds and cooler moves of the 
three arch-villains and either do Super NES version. Could there be 
battle with a friend or play the com- a Marvel Comics fighting game in 
puter in story mode. But soon you _ the works? 
realize that there aren’t —Geoff Higgins 


ieenens’ w | lad 


The fighters don’t seem to have 


as much weight as on the SNES. 7 &.. 
hough »« the PS * é. +, 
echnicalMimitations of | | J] Not as good as the SNES, but a fj . 
the hardware are par- “™& , » Worthy beat-’em-up : ; 
tially to blame, the Genesis } £ ! , ¢ F 


version. of JuStice League’y SNES version is better, but the 
‘Task Farce still fallsflat where its sister 1 ee. 


-version Onmthe SNES succeeded. ee | — 
The plot of this game involves | ‘ - , : 
» Darkseid, a bad guy among bad guys, who ~~" e ee 
plots to enslave the world. He sets this ~_ 


plam into motion by creating robotic 
clones of Earth’s most powerful stper- 
heroes and pitting them against the gen- a . : 
ie articles. | didn’t really Gnderstand,the ah LM 
how or why of this, but it’s only a video = x , | 
game; | just-wanted to see Green Arrow [jee state ‘ 
q get beat up by Wonder Woman. This is [°/// \e 
», Where theappeal of this game lies. _ ce | > ‘3 a 
Minfortyriabely the payoff isn’t there. BREAKDOVUVNAI Ww 
Justice League Task Forcehad jm 
some big expectations to fulfill. To 
make agame with.Some of. 
s comicdom's most belove *, Nothing to write home about. 
# charaeters, the design ; 
~ ‘ghou d , | Standard fare. Much like Double Dragon V. 
i | ' OVmnyv 
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1( ¥ d,s 3: ore Design has really gone out on a 
limb with its latest offering, Skeleton 
Krew. it’s a dark, futuristic, violent | 
game which puts you in the role of a skeletal 
mercenary whose job it is to save Monstro City 

from the nefarious Moribund Kadaver. Kadaver is 
threatening the city with his monstrous creations, the 
Psykogenix and you (and a friend, if you so desire) are 
the only hope of defeating him. Sounds cool, eh? Well, it is. 

Skeleton Krew is one of the most solid, playable games to be 
released for Genesis is quite some time. 

This could easily have been yet another Fatal Fury clone, but 
the developers wisely decided to ditch the played-out 2-D per- 
spective in favor of a 3/4 diagonal view. This change from the 
norm allows the player considerable freedom to move around 
the playing fields, which are filled with detail and secret areas 
to be discovered. 

You have a choice of three characters to play as, and (thank- 
fully) you have the option to change characters at the continue 
stages, a feature which allows you to use characters for levels 
more suited to their unique talents. The brute of the bunch is 
Joint, who can take a lot of damage but is really slow to dodge. 
Rib is the female mercenary and Spine is her male counterpart. 

One of the most interesting features of Skeleton Krew is the 
way the characters move. They’re “cyborgs,” | suppose, so 
their bodies can rotate at the waist. This takes some getting 
used to, but when you master this feature, you'll be able to con- 
found the Psykogenix with your crafty maneuvering. 

Skeleton Krew’s graphics are fantastic, to say the least. The 
levels all have a flavor of their own, and they all vividly evoke 
the bizarre world of Monstro City. Check out the elevator shaft 
levels in which your mercenary is waist-deep in a pool of green 
muck, trying to avoid the advances of a sewer creature, or the 
levels that seem to take place in what I can only describe as an 
M.C. Escher-like vision of Hell, complete with ramps to nowhere 
and flowing rivers of brimstone. It’s boss. The enemies are also 
wildly creative and disgusting. Along the way you'll fight 
hideous floating brains, | 
killer mechanical frogs, 
loathsome eels and min- 
ions that explode into 
pools of goop when you 
shoot them. | could feel 
the slime on my body 
and | liked it! 

Skeleton Krew is a 
truly awesome game. It’s 
difficult enough and 


OVERAL 
interesting enough to RATING Pr : 
keep you engaged for et 


hours, and it boasts innovative gameplay to boot. A 
step above the rest and a worthy “9.” 
—Gabe Soria 


GRAPHICS = 
_ Cool characters, great backgrounds! 


SOUND/MUSIC as 
The spooky music is a perfect complement. 


PLAYABILITY olf 
Are you ready for thumb blisters? - 
«y re 


CHRIS G. As) 
Lock and load. Skeleton’ Krew is 
an excellent shooter with cool 
3-D effects. 


CHRIS B. = 
An excellent, original game. The 
two-player mode is superb, and 
finding hidden rooms is tons of 
fun. Great bosses with rotation 
effects too; a Genesis rarity. 


VIDEOGAMES 


ny 32X owners who also happen to 

be big fans of the original arcade 

game Zaxxon might initially be very en- 

| ticed by the title of Zaxxon Motherbase 

2000. The original arcade game was tons 

of fun, but it’s unfortunate that the same 
cannot be said for the new 32X version. 

Some Zaxxon Motherbase 2000 fea- 
tures will probably look familiar. The 
game features the same 3/4 perspective 
as the original Zaxxon, so at first you’re 
thinkin’, “hey, this looks like Zaxxon; it 
should be cool.” But it’s not. 

First of all, the game needs better- 
looking ships. We’re talking about the 
year 2000 here, aren’t we? This is the 
32X, right? | want to control a ship that 
looks like it’s going to do some damage 
and wreak some havoc; you know, like 
it's going to bring home the bacon and 
fry it up in a pan. But for the most part, 
the ships look goofy—very angular, with 
plain polygons and triangles. | don’t 
want a ship that looks like a dumb bug. 

One cool thing about the ships is that 
you can hop from one ship to another, 
and there’s a variety of ships from which 
to choose. Once your craft takes a lot of 


The polygons look terrible. 
Don’t expect more than average sound effects. 


a it gets a little better as the game progresses. 


@r KAY 


Te 


damage, the screen will start to flash 
red. This means that if you don’t jump 
out of that ship and into the next avail- 
able one, you’re going to blow up. 

The weapons aren’t anything to jump | 


_ GENESIS 32X 


“An average shoot-em-up” is 
the nicest thing | can say. 


Viewpoint was a better Zaxxon 
clone than this drag of a game. 


A shameful resurrection of the 
Zaxxon name. 


4 


up and shout about, either. A couple of 7 


cool blue lasers here and there, but 
otherwise you’re lookin’ at tiny orange 
balls of flame that are just about 
anything but impressive. 

Some of the enemies look really | 
good. You'll come across huge robots 
that take up most of the screen. They’re 
cool because they’re so big. But you'll 
also find them extremely difficult to kill 
with only little baby balls of flame at 
your disposal. 

Among the game’s other problems 
are severe slowdown, choppiness and 


oe, w 


ie 


a 
t 


poor collision detection. It all makes for | 


a game that is neither exciting nor 
addictive. In fact, Zaxxon Motherbase 
2000 is very frustrating. Though the 
gameplay gets progressively better after 
the first level, for the most part it’s actu- 
ally quite tiresome. 

—Betty Hallock 
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EDITORS’ 
RATINGS V 


|) This is the game Star Wars 
| Arcade should have been. 


CHRIS B. 9 

With better audio, this Star 

Raiders clone would have been / 
a perfect 10. | never give 10s_,, ua i 


1? #0. 
jj Decent gameplay, but uninspired. 


Did | mention that you have complete freedom of 
movement in Shadow Squadron? Total and complete 
three-dimensional freedom of movement! There’s 


oO you remember the scene at the end of 
Return of the Jedi where the Rebel 
Alliance engages the Imperial Fleet in an all- 


out outer space skirmish? Do you remem- \ : ; nothing quite like the feeling of attacking,a giant 
ber how cool you thought it would be to 1 ai, space cruiser from the bottom, then taking evasive 
pilot one of those X-Wings or A-Wings as q a” action by barrel-rolling around it and then coming at 
they buzzed the bridges of the Star 7, / A it again from the starboard side, all while avoiding 
Destroyers? Would you like to relive that 144 : enemy fighters and shots from laser cannons. It is 


absolutely stunning. I’m salivating right now be- 
cause writing about it makes me want to go back 
and play it some more! ) 
Unfortunately, Shadow Squadron's soundtrack 
doesn’t really complement its great graphics and 
incredible playability. In fact, the soundtrack is 
downright horrible. The sound effects are tinny 
and boring, and the music sounds like it came 
straight out of a NES game circa ’87. Not good at 
all. Fortunately, | have a huge record collection, 

. so that sort of stuff doesn’t affect me too much. 
The lack of a password option is also pretty 


does Shadow Squadron evoke pleasant » fridiculous, if you ask me. Shadow Squadron is 
memories of Atari’s unforgettable Star ff a’ difficult game, and completing it in one sit- 
Raiders, but it also has a compelling sto- * > ting can be quite a task. Get on the ball, Sega. 
ryline that’s highly reminiscent of the Star We demand passwords! 
Wars films and other science fiction clas- Shadow Squadron's two-player mode is also a 
sics, like the series of Man-Kzin War novels bit of a disappointment. Instead of doing the bril- 
or Robert Heinlein’s Starship Troopers. liant thing and letting two players control two sep- 
Shadow Squadron’s graphics are among arate fighters, the second player is relegated to the 
its hottest features. Every one of the space- position of gunner, which—in my opinion—is a 
ships is rendered in colorful polygons, and the cop-out of the highest order. 


feeling on your 32X? Well then, don’t go 
out and get Star Wars Arcade! Find 
Shadow Squadron at all costs. 

In Shadow, Squadron you assume the 
role of pilot of a fast attack space craft. 
The game is set up with a variety of mis- 
sions which you must complete to go onto 
the next. There’s an interstellar war going 
on, and you are warped to various loca- 
tions around the galaxy to take care of 
business. This is actually one of the most 
appealing aspects of this game. Not only 


game is fast enough to handle the rapid es All the drawbacks aside, Shadow Squadron is still 
changes of perspective. an amazing piece of software. It’s a must-have for 
os ’ 32X owners. Gee, can we look forward to a souped-up 
FREAK BDOVWVN WW Saturn version? | hope so! 
: —Gabe Soria 


| GRAPHICS | Vw COCOCCOS Sy 
| Super hot 3-D graphics.. a4 ———a—a— al 
| SOUND/MUSIC 4. ee ee : 
|) Tinny sound effects and 8-bit music. Yuck. - ee 
PLAYAB SE LivTw a Oo OS @ ; a po ROR SOT SOS MODAN ANON SRAM SO! SAIS OP 
One of the most playable games I’ve ever seen. ¢ F ak 7 
¢ i, — re eapomiictenpennemmenperenrater - Spe ee eer ee HM eas Hoa eg eE OMS 
VAL OS rr Se adieh edeics dake nee 
He | _ PHONE 
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SIZE 


Shadow Squadron features amazing cut-scenes too. | = jieieiatitins 


»ELIMINSTE THE TARGETS # 
* Same ro — ff - 


PLAYERS 
10R2 
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ee tee - ees on sm seat os 6ee “ 
co gweng, wr" i Tad 
at Sniiae ges Eee bee ad 
we yh ia Bee 
ea 4 1 
cc ‘ (2 : ie. : CcLRAPHic:sS — 
| Goofy miniatures recall bad sci-fi movies. 
ag) 1 SOUND /MUSIC a. 
A sie Bey = CD quality sound, but the music sucks. EDITORS’ 
| PLAYABILITY 3 “RATINGS V 
oh. What the heck is this?! Next! A 
my i e\i,4a°7 2 S PooR | CHRIS G. re 
. ati hot ‘ = h a = = You can’t judge FMV games in 


| the same way you judge other 
er games. Surgical Strike is a fine 
game/movie with excellent 
effects. And those explosions 
where people fly out of the 
buildings are really hilarious! 


omeone Aas to call time out on these full-motion. video 
“Games and | guess i’m the one who’s been elected. A 
few months ago | was praising the 32X version of Night 
Trap because of its campy appeal and"gdofy, butifun, B-grade 
————— = §8§€§=§=(foror movie Storyline. But Surgical Strike, .enoughi already! 
i= (=\" it’s games like this and Midnight Raiders which give full- 
eee =6motion video games a bad name and make us all look like 
_ idiots when we buy them. 
PHONE Surgical Strike involves a terrorist who bombs towns, has 
| ep possession of some missiles, and bla, blah, blah, you're a 
‘SEGA rookie who's the only guy who can stopfhim blah, blah, blah— 


SS 
wean tL 


Would someone shoot me? 


(Onn) 11¢ 
Tet )) USF 


- DEVELOPER weve heard: this’ one before. In cut-§cenes “a commander ee the fecal hg Planet. 
A SEG/ berates you for being a moron and.your fellow pilots, calJ-you 
SIZE = @ ‘Gisgrace’swhen you get blown up. Haye you got that déja vu 
~—weeeee 86S feeling? Yeah, me too: 
oe a So you ride aroun@ blasted cityscapfs in your nifty hover- 
PLAYERS __ . tanK,and watch full-motion video sceres unfold. If a target Cis i 


' appears on a’building,’press a button and watch the building 
_ ee = bJOw up. Aid Watch it again. And again. Hey, didn’t that last 
& bbilding*blow'up’in exactly the same way as that one a few 
minutes(ago™WYes, it surely did. Sometimes, though, these 
explosions ar@ pretty comical. Every once in a while a terror- 
ist's body is ejected from a flaming wreck of a 
tenement. One of the game’s only good points. 
Another interesting piece of trivia fof those of 
you, into RPG history: One of the writers listed 
in the.credits is Flint Dille, who used to work for 
TSR and wrote the super-pulp Agent 13 novels. 

Poor Flint, | guess his salad days have,ended. 
If you're into FMV boredom, then ‘run, don’t 
walk,-downrto your local video game retailer. 


But you probably aren’t into that, and in that 
case you Know what to do. 


—GaberSoria 
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“THE 3-D 


still can’t quite get the image of Mark Hamill as 

Luke Skywalker out of my mind. He will forever o 

be the farmboy-turned-rebel hero-turned- Jedi ' 2 \ 
Knight. In Wing Commander III for 3D0, Hamill plays 'y 
Colonel Chris Blair assigned to the 
TCS Victory. | still can’t separate the 
classic Star Wars fictional character j as 
from the actor, but his performance —s_ 
adds to the drama of what is the best 
flight sim available for 3DO. —. 

Those not familiar with the Wing 
Commander series will get into the 
story fast. Humans are on the run 
from the unspeakably evil Kilrathi, a 
race of tall, fuzzy aliens that speak 
with the bravado of Star Trek’s war- 
hungry Klingons. 

Wing Commander Ill features an 
excellent flight sim engine with six 
degrees of freedom as you pilot your 
Hellcat on more than 50 missions. 
Unlike previous Wing Commander 
games where the ships had a suspi- 
ciously 2-D look, the starships in 
WCill are 100% 3-D—and dangerous! 

If you are up to the challenge of 
completing the:game, | highly recom- 
mend that you play with a Flightstick 
Pro for 3DO. | used it to fly the mis- 
sions and it just makes it easier to 


control your Hellcat. If you want to Those Kilrathi ships blow 
roll your ship 360° and get behind the J up real good! 


opponent, the Flightstick Pro will 4 ve 
bring you back alive. % es 
When it comes to long-term play 
value, WCi/Ii has more than its fair 
share. With four CDs of gameplay and oe 
over three hours of video footage, 
plus 50 missions, depth is too weak a : 
word to describe the play. 
My only complaint would be that 
the in-between FMV often repeats and 
gets dull. Sometimes | wish | could 
skip seeing the same scenes over 
again—I just want to go right to the action. 
Excellent performances are 
turned in by the actors like 
Malcolm McDowell, John 
Rhys-Davies (Raiders of the 
Lost Ark) and Ginger Lynn. 

All in all, the story and 
special effects are breathtak- 
ing and the gameplay addic- 
» tive. Wing Commander Ill is 
absolutely a must-play. 

—Chris Gore 


‘id : _ Mee. 


y 


Great FMV and 3-D starship dogfighting. 
SOUND /MUSIC 9 
Movie-quality effects and score. 


PLAYABILITW bs 
Excellent flight sim, incredibly epic story. 


OVERAL 


#22 


Is it a movie or a game? Whichever it is, Wing 
Commander III is both an excellent film and flight sim! 


EDITORS’ - 


PHONE 


DEVELOPER 


dis £0 PRG 10 
As good as they come. Any 
game that can make Mark 
Hamill look cool deserves my 
respect. 


CHRIS B. ae 
Excellent FMV and 3-D ships, 
but | was underwhelmed by the 
“flat” look of the starfields in 
the background. 


SIZE 


ty 
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[° the mid-’80s, | remember highly digging Sega’s Hang-On coin- 
op. For its time, this motorcycle racer looked spectacular and 
had excellent control. Even better was the hydraulic Hang-On 
motorbike, which made an already great game a total blast. 
Granted, there wasn’t much in the way of play-mechanics (i.e. win- 
ning cash to upgrade your bike, etc.) but it was pure and simple 
fun. 

Call me nuts, but in a span of nearly ten years, | think players 
have come to expect more from the video games they play. And 
why shouldn't we? In this case, after dozens of killer racers rang- 
ing from Super Monaco GP to Road Rash to Ridge Racer, game 
developers can ill afford to just simply shovel these titles out. 

Enter Super Burn Out for the Jaguar. After seeing an unfin- 
ished version at the Winter CES, | felt that the game was OK, but 
had potential. Well, here it is, approximately four months later, and 
the final version doesn’t demonstrate many improvements. 

At first glance, Super Burn Out doesn’t reveal its major weak- 
nesses. The title screen looks hot. The track selection screen is 
cool, The.music is even funky, and had me pumped up for the 
race. My heart was pounding. Yes, it was time for the big event. 

Uh...hey, | said it was time for the big event! Wait a minute, 
what in the...?!1! For the love of all that is sacred, what is this?.I’m 
cruising along on my bike, and-notice the landscape: Trees. A 


3 REAKDOWN w 


GRAPHICS ay 
The road movement looks good; that’s about it. 


SOUND /MUSIC y 4 
Actually pretty cool, but sometimes static-y. 


PLAYABILITY 
Ten years ago, this game woulda been hot. 


OVERALL 
RATE NG a 


OIicAyv 
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Not bad, but there’s just nothing 
left to do after an hour of play- 
ing it. 


CHRIS B. G 
Super Burn Out reminds me of 
Riding Hero on the Neo-Geo, 
but without all of the gambling 
and surreal intermission 
scenes. 


fence. More trees. Some barrels. More trees. There are probably 
only about eight or ten different road-side sprites in the whole 
game! Another weak element of Super Burn Out is the road itself. 
It reeks of 1986. The road movement consists of three basic types: 
sharp left curves, sharp right curves and straightaways. | mean, 
the road surface itself moves liquid-smooth, but fails to offer any 
real innovation by demonstrating subtleties in the directions it 
takes. Y’know, stuff like screaming through tunnels, flying over 
bridges, winding out sideways on ramp-type roads and so forth. 
The rendered skies in Super Burn Out look pathetic and remind 
me of work done by a three-year-old in a watercolor book. 

Super Burn Out does let you play in a variety of excruciating 
ways. First, you can choose to go it solo in Training or Competi- 
tion mode. Second, a Split-Screen mode invites a friend to join in 
on the torture session. There are, however, no cash or prizes to be 
won in the game. That’s a serious flaw, because there’s really not 
much incentive to continue playing without being able to upgrade 
your bike with nifty new goodies. 

One has to wonder why so many of the Jaguar’s games look 
and feel so horribly dated. With an already suspect library of titles, J 
Atari just seems to be adding fuel to the fire by releasing, video / 
game dreck like this. No thanks; | like the 90s. : 

- o-Jim Loftus 
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| GRAPHICS 
Speedy is a well-animated lead character. 


oe A dripping faucet is better orchestrated. 
| PLAYABILITY G 
Run to the right, jump, throw, yawn, repeat. 


1 OVERALL 
RATING? 


Speedy about to save his cousin, |j73a™ 
Slow-Poke Rodriguez. ee ps 
q Pie. : & 3 f ae 
fe ae fi 
rod i ee «Se 
4 = Fhe 
Shade Hmmm...that springboard 


looks familiar. 


+ « ~) < he 
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(800) USA-SEGA 


DEVELOPER | 


SEGA EUROPE | 


er.” alt’s “up to you.to run to the. ight, ‘save your 
e cat S| evil plan: at th a sae nese to dis- 


| Sadie on.) 
peedy is one of 
ae: Galne Gear 


Sylvester sneaks up on Speedy’s | ! 
main squeeze. b 


—~6RATINGS v 


Speedy’s lightning-fast, and the 
enemies are huge. 


GABE Es -3 
jAy Caramba! This game looks 
just like a Warner Bros. cartoon. 


_._._@ Ameasly six sound effects? 
_ @ The Game Boy Speedy is better. 


a Yikes! Mutant plants! What have = 
= nee been si ah in this asian 
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: The graphics look absolutely stupendous. 


| You won't believe it’s the Game Boy. 


If you don’t already own a Game Boy, get one. 


aving already heard so much about this 

year’s upcoming 32-bit and 64-bit ma- 

chines, it was pretty shocking to find 
myself so thoroughly addicted to Donkey Kong 
Land—a Game Boy title, of all things. | hadn't 
picked up my Game Boy for quite a while, but 
Donkey Kong Land has inspired me to go out and 
get a new one. (I wanted one of those transparent 
ones anyway.) 

Donkey Kong has been around since 1981, 
having first appeared in the original Donkey 
Kong arcade game. Most recently, Donkey Kong 
has reappeared in the smash hit video game for 
the Super NES, Donkey Kong Country. And if you 
remember Donkey Kong Country, you remember 
the superbly detailed backgrounds, the SGl-ren- 
dered characters and truly addictive game play. 
Donkey Kong Country featured level after level of 
jungles and mountains and mines and oceans. 

Donkey Kong Land plays pretty much just like 
Donkey Kong Country. K. Rool has directed the : 
Kremlings to steal the banana horde again, and | i ek ; » 4 
Donkey Kong and Diddy Kong have to find them. ar ; 

For this Game Boy version of the game, the “ ee Probably the best Game Boy 
Kremlings have hidden the bananas in new J : game ever. 
places all over the island. : 
You can play as either Donkey Kong or Diddy ena & Vie As fun and challenging as DKC 
__ Kong, but only one appears on the screen at any Seow rine. | ee on the SNES. 
_ time. The SELECT button switches between the ere A San | = 1 
_ two. Both can jump, climb and swim, and Diddy’s = RE TY The music is amazingly similar 
_ cartwheel and Donkey’s roll will fend off enemies. to that of Donkey Kong Country. § 
_ Pick up items like Kong letters, barrels, continue 2 
| points and of course, bananas. Expresso and 
Rambi are even in the game to provide Donkey 
and Diddy with some transportation. You'll find 
plenty of bonus rounds, and you can save your 
game too. If you liked Donkey Kong Country, 
you're definitely going to want to get a hold of 
Donkey Kong Land for your Game Boy, so that 
you can have as much fun on the fly. 

The graphics and sounds are the best I’ve 
seen for the Game Boy yet. Inspirational is what it 
is. Plus the game is more fun than a lot of games 
for 16-bit systems. Donkey Kong Land includes 
new areas of Donkey Kong Island—Kremlantis, 
Big Ape City, Gangplank Galleon and Chim- 

' panzee Clouds. Watch out for new enemies like 
_ Hogwash the Flying Pig, Nautilus, Fangfish, Hard 

Hat, and Swirlwind Warning. Big fun. 
—Betty Hallock 
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great “game. We now ‘face the 

_ rationinthe series. 


i red ee the Siege fii 


ext 


} , roes to stop. it. Not too. os mip é 
iq e, but it'll have Lb. f i 
The: changes in the game, engit ne < 
Geable and welcome. The ‘desic 
Noe implemented an ffensive' d , 
assist in game speed et con 


1 to. \ your figt ters ha 


‘ ‘opponent with z a’ 


different’ The only problem with these 
‘unorthodox combos‘is that finding | 
them is all trial and‘€rror. Some players 
» will hate ‘the new at ack system, others) 
‘may get right into the. action. : 
 Theidown.sidedof the Fatal Fury’ 
. games has been that-—with the possible. 


sexception of Mai Shiranui—none of the 


‘characters has a strong, memorable 
_ screen presence. He w many characters, 
~“\can you name ffom the Fatal Fury se- 
ries? The characte: ‘art and animation 
isn’t the problem, it’s fine—a lack of 


“personality, however, is FF3's downfall. 


“Let’s see...there’s 
, there, done that 
~\(ditto)...a, distant relative of Nicotine. 
Caffeine and’even a Dee Jay wannabe. 
A dontorsk em to th likeable cast S; 


a blonde babe (been 


‘see | 
As 


at | inean. 


my the ability to fight i 

f the thckefalmd/ 
graphics. With various button combina- 
tions, you can move into. the back- 
ground or foreground for a total of © 
three levels of. vi .. If you finish your 
Hh oe (e.g..a 
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Fine 


ed Ae ea tf set os 3 F 


The best Fatal Fury game yet— 


excellent special moves. 


CHRIS G. 
After 3-D games like Virtua 


y 


Fighter, this sprite-based crap 


kinda leaves me cold. 


GEOFF 


| personally hate this series. 


ENGER ? ‘pene 


fe ne » Much better than King of Fighters ’94. 
LO. GASH eeu =O" AY aie : ue Re a i 


Standard SNK audio, but nothing catchy. 
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Cool new moves and a different combo system. = 
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going on. 


to the middie plane) your enemy will scale 
into the foréground, or vice versa—a cool 
effect. It takes a while to get used to the 
three planes, but the computer-controlled 
characters jump in and out of them as easy 
PEE eee CHALLENGER) 220 as pie, often ducking into the background 
MALRGHI RAMUS seunte DIOLS) CASHT to step arotind a projectile attack that’s 
Rae been thrown at them. 

You purchased a Neo-Geo for one.of two 
reasons—either A) you made a huge mis- 
take or B) you wanted to play all those nifty 
Neo-Geo fighting games at home (most 
likely the latter.) Fatal Fury 3 isn’t the fight- 
ing game tolend all fighting games, but: it'll 
do. The visuals are solid, the sound is de- 
cent and—at long last—we have a correct 
English translation with Japanese voiée- 
AE He overs! If you’ve got the dough lying around 
ek ee Gis (and you already own Samurai ShodowniJl 

re aE E ne ae it’s probably worth it. When | buy,;my 

Neo+Geo’CD, Fill get this. 
—Tyrone Rodriguez 


There’s some fatality action 
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| JUNGLE STRIKE + ELECTRONIC ARTS * 1 PLAYER * 16 MEG pown ~ i 


For those who don’t know, Jungle Strike is the sequel Excellent graphics. 
ym. AHENT AKRAR HF ERE — to De. sert Strike, and the Super NES version has been 

ff . = eae HYDRA long awaited. It’s been Well worth it. The Super NES Great explosions. = 
er ee version is even better than the Genesis version. : — - 
ras ‘ses | ungle Strike: includes nine campaigns, including You'll sit with it for hours. - 
al ‘“" "Washington D.C., South American jungles and rivers, a 
D RESCUE AkBAR, FUEL Ti nighttime jungle mission, plus snow, islands and 
A a BASE ... mountains. You control either a Comanche Attack 
HEN THE PRESTOENT Rit. " [TP@liCopier, —F=l17A Stealth Fighter, MX9 Attack 
oie Hovercraft, or Special Forces Assault Motorcycle. 
nission, a status Confront the terrorist Kilbaba and South American 

| ues _ drug lord Carlos Ortega. It’s all very exciting. 


a | WF RAW ACCLAIM + 1 1-4 PLAYERS ° TH 


“taneurwiacuos pork _ WWF Raw features the World Wrestling Federation’s Good color. 

ips ee ! | New Generation of wrestlers—The Heartbreak Kid 

Shawn Michaels, Big Daddy Cool Diesel, Bad Guy The crowds go wild. 

Razor Ramon, the Excellence of Execution Bret the 

Sait Man Hart, ete. Play) RAW endurance matenes,) Play for a while as Doink. 

Royal Rumble or Survivor Series bouts, or tournament “ 

} mode. What it all amounts to is a pretty typical 
wrestling game. Nothing since Saturday Night Slam — 
| Masters has proved much more than a mediocre 

wrestling game, and WWF Raw is no different. It's a _ 

good thing that even mediocre wrestling games are 

| ial when featuring Doink the clown. 


[BC RACERS + CORE DESIGN + 1 OR 2 PLAYERS + 8 MEG BREAKDOWN ~ @& 


No one would have Gxpectea &C Macels 10 DE Some interesting characters. .—l rr 
Daytona, but it could have played a little faster. And : a a 
Though it may tee! more like you te pedaling than dre Nothing that'll make you scream. — 
_-ving...well, hey, it’s set in the Stone Age. The Fred 
| )Flintstones-type graphics arent quite appealing ana) YOU Might only play it once or twice. 
certainly not innovative. But some of the characters 
_ are cute. You get to choose from several pairs of rac- 
ers, the coolest of which are Jimi and Bob. Jimi sports 
the nice afro, and Bob’s got the dreads. So BC Racers 
isn’t going to put any twitch in your trousers, but it’s 
got some potential entertainment value. 


_ TRUE LIES * ACCLAIM ¢ 1 PLAYER » 4 MEG 


¥ man * 


The overhead perspective is fun. 
Suspensefully motivating. 


Harry can really move. 


MYST ¢ PANASONIC ¢ 1 PLAYER ¢ CD 


The classic PC adventure comes to the 3DO and 
the result is exciting. While the graphics are 
slightly inferior to the PC CD-ROM version, 
there are no worries regarding installation since 
the 3DO is plug-and-play. The title itself is about 
_ as strange and relaxing as they come. Visit a 
_ land of rocketships, time travel, secret diaries 
_ and hidden passages and soothe yourself to the 


3D0 


x the disk, Myst will take you to another world. 


RISE will on ROBOTS * ABSOLUTE ¢ 1-2 PLAYER « CD 


fs eqr “Perhaps the worst fighting game of all time, 
Rise of the Robots ironically features some of 
the best graphics ever seen in a beat-’em-up. In 
one-player mode, the Cyborg is the only charac- 
ter that may be selected. The Cyborg also only 
£. has two special moves. Two moves?! Though 
the 3DO’s graphic capabilities make this a bet- 
; | ter-looking game than the cartridge versions, 


0. it’s still to be avoided at all costs; if you’re curi- 


ous, you can look for copies in the “used” bin. 


cnt GAMETEK ¢ 1 PLAYER « CD 


ree Quarantine had the potential to be a killer 3-D, 
banaly first-person shoot-em-up. Set in a post-apoca- 
, lyptic, crime-ridden world, the player drives a 
cab and must transport frightened citizens 
across town. The cab driver may now do what- 
. . ever it takes to reach the destination, including 


eh shooting other vehicles, running over innocents 
and creating havoc with a host of fun weaponry. 
is G - _ Great premise; however, the choppy animation a 
aa) __ ruins the whole 3-D effect and the realism. - 
pale 7 ¢ : Ses 9 a 


— sind a ¢ 1 PLAYER ¢ CD 


Just what we need, another golf game. But wait! 
Wicked 18 is different, very different...because 
it's set in Hell! Go 18 holes in a satanic course 
_ filled with volcanoes, glowing red lava, danger- 
ously high cliffs, foreboding castles, sandtraps 
Of doom, dark rivers and deadly bottomless 
_ chasms. With six different play modes and cus- 
tomizable golfers, playing the Devil’s Open will 


want to take. 


FUN N’ GAMES * PANASONIC « 1 PLAYER ¢ CD 


| | j | This game is sure to satisfy the single-digit- 
on wnelllce aged set. There are lots of things to color. Plus 
a magical musical piano that allows players to 
write their own songs or play tunes on the disk 
with a wide variety of instruments. The most fun 
game is a virtual paper doll set that gives the 
player the option of costuming a boy or a girl. 


Stee e* Hours and hours of fun will be had by a little boy 
“~— or a girl—and then you can take the controller _ 
NA away and play a round of Wicked 18! ae 
wy 


sound of the waves. With 40 hours of gaming on - 


\ be a trip to hell and back that you'll definitely 


BREAKMKDOUVN 2 


GRAPHICS 

Crisp, beautiful scenery. 
SOUND/MUSIC 

Relaxing sound and new age tunes. 


PLAYABILITY 
An original adventure game. 


BREAKBDOVUVN ow 


GRAPHICS 10 
Cool 3-D robots, stunning sci-fi look. 
SOUND /MUSIC 5S 
Killer music by Brain May. Nice effects. 
PLAYABILITY 1 


Two moves per character? Lame. 


BREAKDOVN 2 


GRAPHICS 

The animation is very choppy. 
SOUND /MUSIC 
Great alternative tunes. 


PLAYABILITY 
Very average 3-D effects. Gets dull fast. 
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BREAKMKDOVUVN wo 


GRAPHICS 

Big golfers, surreal courses. 
SOUND /MUSIC 

Hitting the ball never sounded so real. 


PLAYABILITY 
Great for golfers, or non-golfers alike. 


GRAPHICS 

Colorful, the way kids like it. 
SOUND /MUSIC 
Average Saturday morning fare. 
PLAYABILITY 

Good for the little ones. 
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Earth Bound is a wacky new RPG from 


Js * zl _ posedly a huge hit over there too. It tells the story of a fee. And, if you’re hungry, don't be afraid to order a pizza. 
» young boy’s fight to save the world from the terrible space _ Unfortunate ures 

* monsters who have caused people and animals alike to de- infantile graphics made me want to gag. ‘The characters °° 

= velop nasty dispositions. Scary stuff. You—along with your look like. the. Flintstone Kids and the atmosphere of the». 

guys— game is. Nauseatingly cheery. Some coo! weapons might » 

ped, but you won't find any that are worth using; \s 

__ that is, unless you think that a gnarly way to. 

pulverize a bad guy is to whack him with a> 

_wiffle-ball bat. In keeping with the 2 hen ; 

~ visual cuteness, the only objects you can ~ a . 


* dog and posse of Oshkosh B’Gosh-wearin’ tough 
.. 7 must use every means available to see that the world is ré= have he 


* turned to its normal state. _ 

of First, let's start with the good stuff. Earth 
“= Bound has a great deal of depth. You’re guaran- 
4 teed many hours of gameplay to keep you busy. 


eo 


GRAPHICS 


It looks like an episode of Bobby’s World. 
SOUND/MUSIC 

It’s light, it’s fluffy, it’s so darn cute! 
PLAYABILITY 

Plenty of neat things to do. 


~ pparently, cuteness is now. “in,” and d I'm not Tov worry about having to pick it up from 1h oil, Voough aan 
—sup- because a | 


Service will bring it to you. fora small >. : 


ly, for alt of its good fea , Earth Bound's « 


interact with are kids’ toys. 


ey Also, the developers have included some clever 

touches, like a Blues Brothers-influenced band, 
1 @. public transportation and the ability to use ATM 
— ¥ machines to spice up your wallet. Your Dad is con- 


- Not that it would come as a surprise, but bz. 
the monsters in this game. are laughable. too. « 
At one point you actually get accosted by a. 
.» Stantly putting money in your account, so when you | , disgruntled guitar and some possessed vinyl 
»y/ are running low on cash, just call on Bank of America. = ~ 2a This sequence is surpassed in stupidity by one in® 
=, Another excellent aspect is the option to talk to which your character is hosed down by a rampant fire hydr é 
iJ. everybody in the game. Clues abound and.if you want to do. - Earth Boundis nota bad game if you like. “cuteness. “ In 
.»~ well, you'd better talk to everyone» But, don’t fret if you. fact, with a little violence and’some mor 
miss something, because no obstacle in this game is weapons and creatures, this would have been an 
_ completely insurmountable. ~~. RPG. Sadly, all Earth Bound has.to offer. isi a Bar 
~"? ~~ Also, you have anerdy buddy who'll call you on your cel- rompina McDonald’ s Playland. 7 
‘4 lular phone every so often and teil you that he’s developed 
a new invention that you can use to fight the enemy. Don’t 
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: | He F (800) 255-3700 
Cp yo. PSE caoo 255-3700 
walt RATINGS Vv SS mee ~=DEVELOPER 
The characters are cute and cs es} >} =e = ~ “Home wee igs SIZE 
the gameplay engaging—that’s ‘vas a a 
enough for me. 


PLAYERS 
CHRIS B. 


The graphics are goofy, but the 
plot and the characters are 


SUPER 
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(206) 885-9611 
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VOU 


ou’ve waited, you’ve wished, 

and now it’s here. Ogre Battle com- 

bines all of the elements that make 
a topnotch RPG: strategy, depth, 
magic, freedom to move and a plethora 
of monsters to do battle with. 

The best way to describe Ogre Bat- 
tle is to call it the next level of Sega’s 
Dark Wizard. You start out with a small 
army of poorly-trained supporters. The 
bad guys have total control and it’s up 
to you and your band of rebels to re- 
store the old kingdom to its full glory. 
You travel from map to map, facing off 
with the enemy units, and strategy is 
the key to victory. Along the way you 
must liberate towns, castles and tem- 
ples where you can gain information 
about hidden objects and communities. 
Once you take control of an area, you 
may return there for visits, searching 
the local forests and mountains and 
talk to the inhabitants. 

As in most RPGs, you gain experi- 
ence as you fight; when you've col- 
lected enough, your level will rise. 
Once you reach a certain level, you're 
given the option to change your class 
and pursue another career, whether it 
be Dragon Knight or Cleric. 


= NENA AEE - - 


ieee 
es 


‘Another cool aspect is that 

‘your army doesn’t discrimi- 
nate. Dragons, giants, wolves and 
other creatures are allowed to join your 
ranks for the fight against evil. How- 
ever, you must form your units care- 
fully. You can only have five “small” 
characters or three “large” characters 
in any one unit. So, think before you 
enlist the aid of a monster; it may not 
be productive. 

The graphics, while not exactly 
earth-shattering, are above average. 
The World Map is nothing to look at, 
but it’s just a map. The combat se- 
quences are where the majority of time 
is spent. Each character and monster 
is detailed and original. When your 
troops change class or become more 
powerful, you'll see a change in the 
icon. The spell effects are also great to 
look at. Engulf your enemy in fire or 
blast ‘em with a shower of ice. 

A feature that | thought was very in- | 
ventive is the use of tarot cards as inte- 
gral parts of the game. To start the | 
game, a mage asks you questions 
about yourself and draws cards to de- | 
termine your type of personality. How 
you answer these questions will affect 


good fortune or bad befalls the 
town and party. Emperor and 
Priestess cards will make the folks 
happy; Death or the Hangman’s 


@ Tree will not. 


After you pick the card, you are 
given the option to hold on to it for 
use in battle. All cards have a posi- 
tive effect in battle. Call the mighty 
Loki or Merlin to attack the oncom- 
ing hordes. Give your troops an 
added strength or defense bonus 
to tip the scales. You can only 
have up to 14 cards at any one 
time, so don’t be stingy. 

Other facets of this game add 
greater dimension to this stellar 


} Strategic adventure. In towns you 


can buy items to strengthen your 
army as well as recruit monsters 


gand mercenaries to do your bid- 
qding. Along the road to the next 


i oethendeel ieheteeanekeleeinsemaieieteee : to 


}what class and strength your char- 

gacter is when you start the game. 
9 Whenever you liberate a town, you 
j are given a tarot card. The picture 
jon that card determines whether 


aS 


into a 


neutral entity who—depending on | 4 
your strength and charisma—may & 


be persuaded to join or fight you. 
| can’t say enough good things 
about Ogre Battle. There is so 
much going on in this game that 
you feel as though everything you 
do has a greater importance. Your 
popularity and respect levels are 
affected by everything; you can 
lower it by routing inferior forces 
with your most powerful unit, or 
boost it by properly dealing with 
the many enemy leaders you talk 
to. This attention to detail—not to 
mention the game’s 12 possible 
endings—make Ogre Battle one of 
the most in-depth and dynamic 
RPG games now available for any 
system. The replay value of this 
game is extremely high, offering 
hundreds of hours of happy explo- 
ration and conquering. Highly rec- 
ommended; this one is definitely 
worth purchasing. 
—Geoff Higgins 
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RATINGS 


TYRONE 
If this game was any better, I'd 
go out and buy another SNES. 


pase ce 
Fe ae 


GABE Es 
A stunning RPG which takes 
many of its best features from 


classic wargames. | loved it! 


CHRIS B. 


si 
A thoughtful, detailed epic. ‘ 


We are depending on you to 
restore peace. EDNd! 


GRAPHICS 
The battle scenes are great to watch. 


SOUND /MUSIC 
Epic music for an epic game. 


PLAYABILITY 


s ih =| Great depth and replay value! 
ee 2 ae = 


= j$§jiB_ - Star and Vay, Poprut Mat is a challenging and 


Hibs. N i 
i “ \ \ AN 


We've opted not to print maps of game 


Also, be aware that some areas 


enton someone else’s- 
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eS a) i 
> You roca your vaio as Popful Mail. As the plot pro- 
| gresses, Mail will be joined by Tatto (the apprentice to 
Muttonhead) and Gaw,a little blob. Mail is the fastest 
of the trio while Gaw.i§ the most powerful. Though 
;_Tatto is, in my Opinion the lame duck of the bunch, he 
3,,isn’t_ totally without merit; some of his weapons are 
4! great for reaching enemies that can’t be touched by his 
companions. Tatto is also stronger than Mail during the 
first half of the game. 
| & What other characters say and do depends on which player- 
| controlled character is in use when the other person is 
- encountered. 
| * Mail is very useful for scouting out levels to see what lies 
_ ahead. Tatt can be used against some enemies and to con- 
' serve Mail’s and Gaw’s energy. Gaw is the best for bosses 
because his weapons are a few points more powerful than 
cy ROT: the others’. Gaw can also reach ledges and make jumps 
: z-. which couldn’t be accomplished with the other characters. 
——< ——_ , & Bananas and Apples are the best fruits to buy. They 
AURA CANE EAT ~ don’t cost an arm and a leg, yet they refill a sufficient 
— 7 amount of life. 
+ One of the best strategies is to save your progress 
often. Saving gives you many options. You should get 
into the habit of saving the game as soon as you are in 
a new screen. Once you have done this, you may 
search the level freely without worry of losing your 
Same. This method is useful if you’re trying to beat a 
certain time. You can basically memorize the level, then 
; load the saved game and fly through the area. 


ST Ze aye “ 


+ Blocking attacks can be very useful. It’s easy to do as well: Simply press“and 
hold Down on the D-pad. Blockifg doesn’t always stop attacks—some are far 
too powerful—but it’s helpful against. smaller fireballs and projectiles..A$ 4 gen- 
eral rule, oo won't stop “2 objects such as swords, spears, sickles, etc. 


pops up ie. annoy the three heroes and make you a At te vil- 
lage on the — ae . Sean oS Mail can  — Leather Mail 


The nonster ahead 
is really agile. 


Mi very linear, so you 

won't need help find- 

ing your way around—but you may have trouble trying to beat the masgi- 
cians. who are Hatt Namo captive. 
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GOLEM TOWER ) — 


DE 


Golem Tower has but one enemy: the Wood Golem. This boss can be tricky if you don’t have 
a battle plan. Mail must destroy Golem’s body, then his head. His head will call a new body 

if you are too slow in'destroying it. While Golem has a body, he cannot pass over the wood 
Saat A planks above’ the.stairs; Use this to your advantage. When Golem comes around with his 
to power slide, throw as many daggers as possible... While throwing daggers always maintain a 
: ducking position; this will keep Mail safe from Golem’s rocket punch. If you run out of dag- 
Sers; gO to the left end of the play field and allow the dagger meter to regenerate. (Don't 
worry about Golem’s power; the damage you inflicted will still be there.) Once Golem’s first 
bodyais destroyed, go for the annoying, bouncing head. If you're good you can knock off 
about 50 HP from'the*head with your swords When the head reaches the middle of the play- 
field it will bring forth a new body. Repeat the pattern mentioned to win. 


ae 
9 


Pad 


Great job. numbskull! 
Pian backfired! And 


you're trapped. 


Though Tatt is now available as a selectable character, Mail is still the 

best to tackle the Wind Cave. The first thing you should do is head to the south- 
eastern corner of the cave to encounter Slick. He will trap himself in the cave. By vis- 
iting Slick right away you'll save yourself a lot of time. Now head towards the left and 
you'll run into Gaw; he’ll run away. Go back to Slick, from whom you will get a bomb 
to clear the wall. Go to the left where you saw Gaw and bomb the wall (it happens 
automatically.) Get all the goodies and the hammer and head back to Slick. After you 
free Slick he will repay you by stealing the hammer. 
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Teok the 
Door Key! 


ps towards = fine dt: : 
to the right me the ladder lead- 


Here are the neces 
within the same vicinit 
onhead, go back to see Gaw. You will then have to fight the Thunder Dra 
: and t her nS ae ate Thunder ee Position oe ii 


_ one enemy ce. the boss. ‘This 
time you fight a id on, , Goradus. 


I oe : Again ikely end up 
er he has been beaten, go ? 


_=_—. Sars = = 3 g = a 
Be sure to 6buy"Mail the Large Shieldand Plate Mail. Tatto- should get 
the Gale robe and-Charm. Gaw should. buy. the Iron Claw, Plate-Mail and Stee] — 
| Here’s what to do: Head to the top-of:the tower (this.is becoming a habit) to | 
meet Glug. Next, go talk to the guards of Venuncio who are blocking your way. Now 
_talk to the senile miner looking for gold. He says that some gold would refresh his mem- 
ory. There are at least six pieces of gold bullion lying around somewhere on this level; 
find them. Bribe the miner and head back towards Glug; he will give you a Mythril 
Trinket. Finally, go see Venuncio. 
Use Mail and the Short Sword to destroy the Happy Flames of Death. Begin from the 
left side and eliminate the flames by jumping and swinging your sword. Enter the door 
to the left after you’ve beaten the flames. 


SHRINE 


P OR ARAM Bet bhet bel 


2? 3 a; 


The first enemy you'll encounter is the Mythril Guardian. Use 


At the shop in the shrine, buy a minimum of one of each item. You’ll need at least one amulet 
for sure later. You will run into Sven again in the shrine. The second time he morphs into Chargon. 
Chargon can be defeated with Tatt or Mail—it’s best to use Mail, though. if you decide to use Tatt, 
equip his Electro Cane. If you’re using Mail, give her the boomerangs. Position your character's left 
foot to the immediate right of the central crack on the floor. Maintain a ducking position; this also 

helps you to block the fireballs. When Chargon tosses his sword, throw the respective projectile 
with an upward arch and immediately duck to avoid the sword on it’s return flight. Easy, no? 


This is the last battle with Sven. He now morphs into a semi-invincible boss. Use Tatt 
_ against the Fire Golem. This battle is tricky, so bear with me. 
| Position Tatt in the center of the platform. From here, fire 
_ your Electro Cane at the Golem’s heart. The Golem isn’t 
defenseless—he has a sword which he throws straight ahead. 
_ When you see his arm pause for about a second, that’s a tip- 
__ Off that the sword is about o be thrown, so watch out! Instead 
_ of constantly jumping, use an amulet when fireballs or his 
| sword are flying towards you. After the immediate danger is 
_ over, disable the amulet. If you don’t, you won’t have enough 
_ amulet power to last you the whole battle. When you run out 
of ammo, head back to the left to recharge. 


tae a 


= 


- 


5Suoserios Today! 
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qd the Next Level 


ATE 


Save 


6% 


off the annual 
cover price 


ep Games Beyon 
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inally, a magazine for the mature game- 
player! ULTIMATE GAMER brings you the 
world of computer and video fighting, 
: —_ sports, strategy and action video games. It’s 
“ag oy<:., ~~ all here...from console systems like Sega, 
pita | = _~ - é Super Nintendo, Sony PlayStation, Jaguar, 
: es | 3DO and CD-i to computer games on the 
standard IBM PC, Mac and PC CD-ROM. 
You'll get comprehensive sports-game 


if y A starring role ina ’ . e 
Em \¢ ee coverage, in-depth reviews, role-playing 
‘ Motion Video movie. 


games and strategies, and much, much 
more. You won’t want to miss a single issue! 


A Sony PlayStation! 


1 year (12 issues) only $19.95 
FOR QUICKER SERVICE CALL: 


-800-386-/59 


Credit card orders only. 


Or mail subscription orders to: ULTIMATE GAMER, P.O. Box 358, Mt. Morris, IL 61054 
MONEY-BACK GUARANTEE ON ALL UNMAILED ISSUES IF NOT SATISFIED. Foreign add $10 per year. Your first issue will arrive in 6 to 8 weeks. 


OFFER EXPIRES NOVEMBER 20, 1995 TAVG57 


€s, you too can win some free stuff from the Circle as many or as few as you like. When we 
VioeoGames archives. All you need to do to qual- process the card, we’ll send your name and address 
ify for our monthly drawing is to fill out the to each of the companies whose numbers have been 
Reader Service Card that’s attached below and drop circled; those companies may add you to their mail- 
it into a mail be ~_ @ questions, and there are no ing lists or simply ne y more information on n the 


Acclaim 103 7 
Acclaim 105 17 


Acclaim 107 CVR#4 
Electronic Arts 101 4-5 
i ee | | re | 


Electronic Arts 108 28-29 
Funco 106 97 
Nintendo 102 CVR#2-3 
Pandemonium 104 13 
Time Warner Interactive — CVR#3 


This ad index is provided as a convenience to our readers. 
Due to last minute changes \ we cannot always guarantee correct information. 


Once you ve found the aponShop; buy Mail the Flame Swords Sil ail 
purchase the Fire Breath, Silver Mail and Sitver Band. latt sie 
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CRYSTAL TOWER ) 


This another one of those single-enemytievels».The trio. will-face the penguin king’s 
doppleganger. He assumes two different forms. Use Gaw and his Fire Breath against 
the first form. It can be beat by hitting it in the eye. When its eye is closed, it cannot 
be harmed. Ground Lightning is the first form’s only method of attack. The lightning 
is slow enough to jump over. 


The second two-headed form 

attacks in several ways. It throws a blue 

fireball which should be jumped over. 

Don’t worry if you don’t, it only sends 

you back a bit. It also emits three spears 

which are easily avoided (just hold 

some distance.) The morphing lightning 

ball to the wall can be taken as a hit— #& > 

not a good idea, considering the 45 HP #\ 

you lose if you have the best armor— 
but if an amulet is in the inventory, it 

can be used to walk through the wall 

without harm. Aim for the heads and it’ll be over quickly. After you defeat it you will 
have the third orb. As a show of gratitude, the king will give you the almighty Aura 
Weapons. They’re great! 


*&. 


4 


Well, we've lead you through most of the game. All that’s left is Kazyr’s domain; 
© _ then it's on to Morgal, Necros and the Overlord. Have fun and don’t forget to 
| buy the Golden Armor when you get the chance! 
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new age of sports games is upon Saturn, although there will be available 
us. Interplay has announced that _ titles for both PlayStation and PC CD- 
‘it is starting a new sports division ROM. The VR Sports team consists of 
called VR Sports. The 25 programmers, 
first title to be released artists and marketing 


LEY 


een 


under this new label personnel. iain 
will be VR Baseball VR Sports will be = a — 
'95, scheduled to following up VA - Two members of the VR 
appear at the same | Baseball ‘95 with Sports think tank. 
time as Sega's release | Hockey and | en 
ottheSatun, | Basketballgames. _ 


"VR Sports’ games 
will use advanced 3-D 
polygon engines to 


jrtriednisiureiraeseeessre regenerants 


- generate truly three- — iii 
_ dimensional games. In are placed strategically 
VR Baseball ‘95, you parts of the body. © 
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, i ot to be outdone by his athletic 
rivals, Chicago White Sox first 
“ibaseman Frank “Big Hurt” 
Thomas has entered the video-game 
arena. Frank Thomas “Big Hurt’ 
Baseball is coming to a platform near 
you. This is the first game to utilize 
Acclaim’s motion-capture technology, 
with Thomas’ real-life movements 
and mannerisms recorded in a high- 
tech studio that’s said to be the most 
advanced of its kind. Using this new 


iy Hf 
Hh 


~~ | technology, Acclaim plans to take - oe a a | | 
Thomas’ title to new levels. Expect . aoe ‘ ‘A. 2 | 
. the two-time MVP’s game to hit the 
streets early this fall. 
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SEGA 


The courses and players look very real. 


It’s golf. What'd you expect? 


16_ 36} ert 


; Pop’s gonna love this one. 


es ist stroxe 
365 yards 


277. yaras, 


The scenery yis so beautiful you'd think you were there. 


s.  L 


f there’ Ss one ating in the video-game 

world that you can always count on, 
it’s this: When a new system comes 
out, a golf game is soon to follow. | 
guess if your dad’s paying for the thing, 
it's a good idea to have a game he’d be 
interested in playing himself. 

There are so many golf games on the 
market, it would be impossible to get a 
running list that states which are the 
best. You can rest assured, though, that 
no matter how that list turns out, Peb- 
ble Beach Golf Links for the Saturn will 
be resting comfortably somewhere near 
the top of that list. 

True, it’s a little unfair to compare 
games developed for systems that are 
grossly out-gunned by the Saturn; Jack 
Nicklaus Golf for the Genesis hardly 
has a fighting chance here. But the de- 
velopers of this game did a great job of 
recreating Pebble Beach and giving the 
game a realistic feel. 

One aspect of PBGL that’s a great 


asset is the Statistics section. Not only 
does it keep extensive records of up to 
four players, it also keeps hole data and 
records of the course’s most astound- 
ing shots. 

Another facet which makes this 
game stand out is the higher difficulty 
involved in making a perfect shot. 
PBGL incorporates more features in the 
shot set-up, from where your feet are 
planted to where you place your tee. 

One annoying feature is the caddy/ 
golfer interaction. Even though you can 
skip through these proceedings, the 
game’s quality is temporarily sus- 
pended due to the choppy animation of 
the golfer and caddy. 

lf you have a Saturn and you like 
golf, get this game. Electronic Arts’ 
PGA golf games for the Genesis may be 
more fun, but they haven’t yet matched 
the evocative graphics and sounds of 
this simulation. 

—Geoff Higgins 
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EDITORS’ vv i 
RATINGS 


Great sound and FMV but it’s 
golf just the same. 


Fe! EE. 
There’s plenty of room in the 
Saturn software library for an 
innovative golf game; unfortu- 
nately, this isn’t going to distin- 
guish the machine from the 3D0 © ~ 
or any other high-end system. 7 & 


Se ee 


irst and | sremost, the question 
everybody has on their minds is: 
Does Worldwide Soccer com- 
pare to the soccer game, EA’s 
FIFA International Soccer for 
3D0? The answer is...yes!lfiyou don’t 
want to buy a 3DO to experience"the 
closest thing to soccer without getting 
wet, you can now try it out on the 
Saturn instead. Worldwide Soccer is a 
definite striker. 

If you’re a high-and-mighty American 
who regards soccer as a sport for 
_“wimps” and favors manly sports like 
basketball and football, you should 
think again. A soccer field is longer and 
wider than a football field, and—unlike 
the stop-start action of football—a soc- 
cer player has to be constantly moving, 
running up and down the field, trying to 
kick around a little leather ball. It’s 
tough, and that’s why it’s the most 
popular sport in the world. Worldwide 
Soccer accurately brings this fast- 
paced game to life. 


To begin with, you have the option of © 


playing an exhibition against a friend, 
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. two league competitions andthe tour-,. used to 
Kk iy kk Serena 
"long, “B” passes and “C” centers; on 


nament competition, which allows you 
to fully get the competitive edge by 
playing a complete World Cup-type 
elimination tournament. You. can 


choose between a host of international 
teams, including my favorites, the 
British. Unfortunately, you can’t play in 
a solely English league against killer 
teams of chip-eaters like Arsenal, Man- 
chester United, Tottenham Hotspur or 
Newcastle City. Maybe someday soon 
Vil get my wish. 

Control is handled by three of the 
Saturn’s buttons. On offense, “A” is 


defense, “A” slides, “B” is for stealing 
and “C” is used to switch players. It’s a... 


simple, elegant system which allows 
.,you.to focus your attention on playing 


the game rather than what combination 
of buttons you need to do a slam dunk 


or some nonsense like that. In fact, | 


found that Worldwide Soccer allowed 
me to think quite a bit more than the 
actual sports game while still making 
me scream at my television in rage, 
frustration and delight. 


In grand FIFA tradition, you have a _ 


choice of four different camera angles 
to view the game with. Once you be- 
come adept at the game, you'll be using 


the camera angles like a pro. Combined 


with the handy radar (which lets you 
see the location of all men on the 
screen), you ll be a passing fool. 


One of the coolest options you have - 


in Worldwide Soccer is the ability to 
change different aspects of your defen- 
sive strategy. Let's say the men in your 


= fa oe 


You can change camera angles the 
moment you feel the need to. 


Each team has its own strengths, but you can 
make any one of them into a winning squad. 


GEOFF a | 
I still like FIFA better. re Ap ses 


. a ‘ | ai | in Ae oh ee 
i, Vee eo’ A i CHRIS B. 7 
2 - 2 MEM TACTIC Very impressive, but stiff. More 
a « ® a bass camera angles and options 
: a corrprel would have helped. 


auto ban. 
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een aT 5 a he ores 
Great use of the Saturn’s capabilities. 
SOUND /MUSIC -— 
The music sucks, but check out the “Goal!” . 
PLAYABILITY 9 
I couldn’t stop myself, even though | had to. 


backfield aren’t defending to your expec- 
. tations. During halftime, you can switch 
* them around in the option screen. This 
_ gives the “auto-pilot” of the game a rough 
guide to defend your goal by. Have you 
ever been confused by the millions of play 
options that football games give you? 
Does anybody ever think that those plays 
are all bunk and your men just run around 
like decapitated chickens? That’s what | always thought, 
but in the case of Worldwide Soccer, you can tell that’s 
simply not true. 
| seriously can’t find much fault in Worldwide Soccer, 
except for the bothersome fact that there aren’t any soc- 
cer hooligans to follow your team from game to game. 
There should have been a space on the option menu for 
it. The game’s controls are intuitive and will be easily 94/9)! 
picked up by novice players. The versus modes are ex- § (800) USA-SEGA 
citing and action-packed and the two different league __ DEVELOPER 
options make for addictive repeat playing. Sports games 
aren't usually my thing, but Worldwide Soccermade me 
reminisce about the days of my youth in the AYSO ‘R42 
(American Youth Soccer Organization) and all the fun | cD 
used to have back then. Heck, maybe | should have | FW\7775 : 
gone to a World Cup game last year. 10R 2 es 


3/8 ; FRANCE 


rire RIBS Tins EES eet ’ 


“Worldwide 
Soccer 

looks just 
as good as 
FIFA 300,” 
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—Gabe Soria 


. ven ‘ik pest baseball vid To} 
games are little more than in- 


teractive movies—much more | 


_) time is spent viewing the re- 
- sults of plays than is spent ac- 

} lipulating the controller. To be 
cor sidered a success, games based on 

American pastime need to offer little 
more than a reasonably accessible slew 
of statistics and an easy, fluid method of 
player control. Even by these meager 
standards, The Sporting News Baseball 
from Hudson Soft fails to impress. 

Most of the statistics essential to a 
decent baseball simulator are present 
here, but they don’t mean much in terms 
of affecting game play, nor do the charac- 
ters physically resemble the players they 
represent. Sporting News tries to be more 
of an arcade-style game than a simulator, 
and as such makes attempts to ensure 

at play goes quickly, smoothly and 
ccording to set patterns. (In other words, 
not at all like real life.) 

One to four players can play at once in 

e of three stadium styles. (Okay, the 

ream Field” playing field is kind of cute, 

csimiles of actual ballparks would 
een better.) Players can choose the 


ee they wish to have met 


RREAKDOWN YW 


GRAPHICS 
Nothing to write home about. 


SOUND /MUSIC 
Too much of that stupid crowd noise. 


PLAYABILITW 
Confusing and inconsistent. 


1 OVERALL 
RATING atid 


th ith er automatic or manual, 
but manual control tends to be jerky 


and confusing. Control of individual char- 
acters during batting and pitching situa- 
tions isn’t much better. Whenever a ball is , 
pitched or hit, it’s difficult to determine 


whether its trajectory was a result o 
player interaction or just random chanc 
For the most part, it’s a good idea 
back, interfere as little as possible and let 
the computer help you win the game 
Sporting News is highly reminiscent of 
Tommy Lasorda Baseball for the Genesis, 
or even the original RBI Baseball on the 
NES. The characters are choppy and 


poorly rendered, background fields con- 


sist of the same patterns repeating over | J 


and over, and the repetitive, corny music "| 
and rainstorm-like cheers of fans would , 
seem more at home on a game from the 


early ‘80s. 


Baseball video games do serve a pur- @%e 


pose, but that purpose is usually better ba | isacaeetaas 


served than it is by Sporting News Base- 


ball. And with the strike finally over and a | 


new season of games to watch on TV, 
playing through nine innings of a video 
game of this low quality should seem all 
the more basin ahs : 


Not at the level where a base- 
ball game should be in ’95. 


CHRIS B. 


This is actually one of the first 
of Hudson’s popular Power 
League baseball games to 
escape from Japan; unfortu- 
nately, the look and feel of the 


game are dated. 
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HUDSON SOFT 


~ PHONE 


(415) 871-8895 


DEVELOPER 


SIZE 
8 MEG 
PLAYERS 


BREAKDOWN VW 


GRAPHICS 
Underwater scenes are cool. 


SOUND /MUSIC y 4 
Hear your lure make a popping sound. 


PLAYABILITY ee 
Have fun trying to get the bass to strike. 


Soin p sage ds noataaiaee ee aoa eee al 


Ow you never have to leave ' 
your trailer to go fishing! BEGAN 2 
: Malibu’s producers have really 3 BAS AZ 
by outdone themselves with this new fish- + a 


TH 

An. ing release, Bass Masters Classic. Just ap See 

imagine: All of the little things that 

bugged you about Super Black Bass 

have been corrected and all of the things that you loved 
have been enhanced. 

Bass Master Classics is a great game. As in Super 
Black Bass, the objective is to become one of the best 
bass fishermen by competing at five different tourna- 
ments on five different lakes. Lure selection and 
manipulation—along with a good sense of where to 
fish—are necessary in order for you to be successful. 

In each tournament, you have three days to climb 
into the top five of a 40-man group. If you manage to 
maintain your position, you receive the honor of com- 
peting in the next tournament. 

The first major improvement over the old Super 
Black Bass is the addition of a bait shop where you can 
purchase lures and upgrade reels, rods, outboards, 
fish finders and line. If you want, you can also talk to 
the proprietor and maybe he'll give you a little free 
information. This is all very important because it 
allows you to equip yourself better for the task at 
hand. If you’re sick and tired of having your line 

- Snapped, just cruise in and buy a heavier one. 

No longer do you have to strain your eyes search- 
ing out fish on an overhead view. Now, you’re right in 
the water with a “Mode 7” first-person view of your 
lure and the surrounding area. The fish are dark and 
easily distinguishable from the background. Also, it’s 
now easier to gauge how far your Iure is from the bot- 
tom, so you'll know if you're reeling in on the plane 
where the fish are to be found. 

Bass Masters Classic has greatly improved all of 
the areas of Super Black 
Bass. \t’s easier to fight the 
fish early on; they are easily 
distinguishable and there’s a 
lot more excitement. If you 
were a fan of Super Black 
Bass, then you’re gonna love 
Bass Master Classic. And if 
you've never played, | recom- 
mend that you take a look. It’s a 
whole lot more fun than you 
would think. 
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EDITORS’ 7 
RATINGS 


CHRIS B. Eo 
As a fan of fishing games, | 
found this to be one of the best. 


GABE 
Fishing on the SNES might 
seem idiotic, but this game is 
challenging and hypnotic. 


Ee sR IRS y 4 
Surprisingly engaging. 


—Geoff Higgins 
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| Bland, but super-smooth and very fast. 
: Annoying music, but great crowd effects. 


Lightning-fast sport sim with an arcade feel. — 7 
GREAT 


» 8 7 vp) tegen uaatl 
aie hae) Pear : 


S:' never really have much 
effect on the gaming world. 
= FIFA International Soccer from 
' Electronic Arts kind of changed 
that. The radical isometric 3-D per- 
' spective, cool gameplay and awe- 
* some animation made it a sure-fire 
hit. U.S. Gold has obviously taken 
™ this to heart, because Head-On 
4° Soccer looks almost identical. 

; There are a few differences. 
Head-On Soccer is a lot less com- 
.» plicated. There are fewer options 

~ and the animation is nowhere near 
as good as in FIFA. The other 
_ major difference is speed. | think 
’ the players in Head-On might have 
& drunk a little too much coffee this 
- morning. The soccer players rush 
- around the screen at breakneck 
pace and sometimes the action is 
almost too quick to keep track of. 
After a little practice, though, 
you'll discover that this is only 
half the fun. 
; Once your passing skills have 
been mastered, the game ends up 
being more frantic than a basket- 
ball sim. The ball goes from one 
end of the pitch to the other in a 


"SIZE 


_ PLAYERS 


for FIFA. 


| like the game speed, but real- 
ism is sacrificed. 


Decent gameplay, but nothing 
really new. 


Not bad, but it’s no competition 


The graphics are for the most | 
part pretty bland. The color and @ 
texture of the grass varies with the FF 


location of the match and that’s ‘, 


about it. There are some decent- | 


looking cinemas to break up the & 


monotony and the now-standard ~ 
multiple action replays. 

Music and sound effects are 
pretty disappointing, although the | 
chanting and droning of the crowd , 
is pretty cool. You can almost 


smell the anger and passion of the 7, 


supporting fans. 


The big question you have to +t 


ask yourself is this: Should | _ 
bother buying this over FIFA? The — 
answer isn’t so simple. Do you 
want a realistic, complicated, op- 4 
tion-packed simulation, or a fast 4’ 
action arcade soccer game? If | 

your choice is the latter, then get . 
Head-On Soccer. This is a classy 
little number with the kind of long- 
term appeal that anly really good 
sports games/@an Offer. Hardcore | 
soccer fans WHI probably still go | 
for FIFA, bu even they should 
check this Out first’ . ° : 
=—-Frank O’Connor 
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hile the Genesis is 
2 &G still the system for 
— || ESi@= est Sports 

oe ll games, 3DO is 
nipping at Sega’s 
oat ‘ihe newest addition to 
the growing library of quality 
sports games for the 3b0 is 
Slam ’N Jam. 

lf you’re ‘looking for a 
simulator, this is not for 
you. The players in Slam 
‘N Jam are fictional; Shaq 
and Charles Barkley are 
nowhere to be seen. 
Fortunately, the play is = 
realistic. You can’t leap | 
20 feet into the air and 7 Fes Steet 
do a 720° dunk. . uuE 2 oe oe 

The viewpoint in i - aa a 
Slam ‘N Jam is from > Pa Milan 
behind one of the 
backboards. As in 
Konami’s Run & Gun 
arcade basketball game, the 
perspective works quite well. _ ye 
There’s a certain amount of added intensity from 
seeing a play unfold up close and under the hoop. 

Another cool aspect of the game—one that’s - 
missing from other b-ball games—is player detail. 
Each player on the court is clearly distinct. You 
know without even seeing their jersey numbers _ co: 
who they are. This allows you to make faster deci- | 
sions concerning who you should make a pass to 
or who should shoot. 

To add to the realism of the game, the develop- 
ers of Slam ‘N Jam have made it harder to pass 
than in the average basketball video game. No 
longer can you just press the pass button all you 
want, moving the ball around to anyone you wish. 
If your guy isn’t open, the pass will be intercepted. 
Slam ’N Jam makes you work the ball to your play- 
ers, increasing the strategy of defense and the dif- 
ficulty of offense. 

You can't talk about a hoops game without 
mentioning the different types of dazzling dunks 
and fancy passes. In Slam ’‘N Jam, the dunks are 
spectacular and there are plenty ‘of behind-the- 
back passes and alley-oops to be had. With the 
players being so big, all of these moves look 
much cooler. 

The one drawback is that the animation isn’t 
as smooth as it should be. With such large char- 
acters, more frames of animation would defi- 
_hitely be needed to make their movements more 
fluid. Other than that, Slam ‘N Jam is a solid 
basketball game that is a must for sports fans 
with 3DO systems. 
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8 : Big, detailed hoopsters abound. 


<n 7 The announcer thinks he’s Johnny Most. 
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Behind-the-backboard view really works. 
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INDIAWAG 


Finally, a basketball game with 
characters that are really huge. 
Overall excellent sound and 


play. 


_ PHONE 
A really cool basketball game— 
great 3-D effects and scrolling. 
I'd pay for it. 


oO DEVELOPER 


—Geoff Higgins 
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SHOOTS rare 
79-50 $7 68 59 
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Exhibition/Practice Mode 
League/Season Mode 
Tournament Mode 
Substitutions 

Team Construction 
League Construction 
Battery Backup 
Password Backup 
Instant Replay 
Official License 
1V2V3 V4 5 
Players 


BETTY 
Great animation; | like it when 
the players spit. 


GABE 
Good music, and real players 
are a definite plus. 


CHRIS B. y ‘ ee rset Carmine wate Ge Bree PHONE 

Great attention to detail, but the 7 a a : pee el fe = (415) 571-7171 

screen scrolling is too choppy. — : oe ern ee a 
. DEVELOPER 


ELECTRONIC ARTS 


Oy —— ELECTRONIC ARTS 
REAKBRDOWN WwW § SIZE | 


GRAPHICS : €& 24 MEG 
Pretty smooth, but nothing special. PLAYERS 


SOUND /MUSIC a4 
An obnoxious umpire calls balls and strikes. 


PLAYABILITW 
The ability to create your own players is key. 


-- Suechele 


: | ieee x ” te ° A 
MES July ‘95 


Hi 
lal 
“a 


REAKDOWN wv | 


| GRAPHIC: 4 
_ The batters look great. 

7 OUND /MUSIC Ls 
| The commentator miscalls plays a lot. 
PLAYABILITY & 
Little improvement over the past versions. 


.OO0D AY game that 
a. can screw up 
Fenway Park is al- 

ready in trouble with 
me. But I'm going to let 


-32X has enough problems 


ing scoreboard. (Did | mention 
that it is the only non-electric one 
left in the Majors?) 

lf you play baseball video games, 
you already know the types of things to 

expect from an AB/ title. What may 
Surprise you is that RB/ 95 is notmuch 
better than its predecessor, even 
though it’s for the 32X. The gameplay 
is fine and it does hold its own against 
the other baseball carts out there, but 
the area where RB/ 95 nickel-and- 
dimes itself to death is in its lack of 

attention to detail. 
The graphics in this game could use a 
; fair amount of work. While the batter looks 
j _ fantastic, the players on the field are nonde- 
script and—surprisingly—are all Cau n. Hey, 
hi ' if you're going to bother to pay attention to the 
race of the batter, go the extra mile and do the 

fF same for the fielders. 

ABI 95 also boasts individualized parks. As 4 
stated earlier, to recreate the most famous baseball 
park in the Major Leagues incorrectly is a crime. fm 

not saying it has to have the Citgo sign up there, but 
realism is what we're looking for. 

One aspect of the game that made my jaw drop is 
the commentary. ifs great to hear color commentary 
while you're playing, but it would be great if the de- 
scriptions of plays were always correct. At one point, 
the announcer cried, “Foul ball to the first baseman!” 
This struck me as peculiar because | had just 

shanked the ball to the third base side. ! also heard 

a line drive to the shortstop described as a “fly ball 

to center field. 

The positive aspects of this game are that the 

player animation. is smooth and that it has some 
_} good options. You can play a requiar game, full 
4 season or home-run derby. If your fielding sucks, 
* try defensive practice. Also, if you want to relive a 
past Worid Series or Pennant Race, try selecting 
one of the division leaders of the past ten years. 
RBI 95 is a solid baseball game that plays well. 
Unfortunately, it has made a lot of terrible mis- 
takes which people will pick up. With so many 
baseball games out there, an eye for detail is very 
necessary to lift your game out of the hum-drum. 

More developers should take a long, hard look at_ 
what Sega Sports did with World Series Baseball 95. 
Maybe a 32X version of that game would make me 
stand upiand cheer. 


—Geoff Higgins 


EDITORS’ 
RATINGS ¥V 
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Not much of an improvement 
over the Genesis versions. 


CHRIS B. G& 
Is Sega’s World Series Baseball 
coming to 32X? 


GAB! i 
Not up to the standards set by 
other 32X sports titles. 


that slide. RBI 95 for the 


me not to nit-pick over a a 4 
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" DEVELOPER 
"@ TIME WARNER 
SIZE 
Zi 16 MEG 
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1 OR 2 
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CHRIS G. 1oO 
Arcade-perfect—unbelievable! 
Big heads and everything! 


CHRIS B. -: 9 
-_& The best home version of NBA 
| GRAPHICS _§ JAM, bar none. 


| Crisp and clear graphics. Great big heads. 2 RONE = | 
|, SOUND /MUSIC 1) & Just like the arcade. | love this 
Boom shakalaka! : 


! 
PLAYABILITY itl 
Flawless. NBA JAM can’t get any better. 


OnE: | WILKINS 2 RROD FIUING 70. CONTROL BAKER 
mat pie: | i Aone : Pe Neel Be 
TURBO ; - iptipisiy ‘S. 


n that you haven’t already 
essed. NBA JAM Tournament Edition 
‘ 32X is the best yet. | believe it’s actu- 
ly worth going out and buying a 32X— 
10W that its price has dropped—just to mg oa | ‘ fy OE TS A bet ae 
_ play this game. ~ A a BAD RE ae ae fe: ade 
_ The playability is still rock-solid, but ictal 
ne biggest difference between this and 
previous versions of NBA JAM is that " me 
the graphics are incredible. For the first i 1 Sige = 
| time, the players actually scale just like ee TR ee BI oak 
_ the arcade game, growing bigger as 
_ they approach the “camera” and smaller 
as they move toward the background. 
Big heads, new players and substitu- 
tions make it one of the most exciting 
hoop games around. | om mDNTAgSS . 19: Comino WEBBER 
If you hadn’t heard, NBA T.E. has a @& eens MLL SS ee 
team consisting only of last year’s top 
rookie players. You can match Montros 
and Hill up against Stockton and Ma 
one. Or how about Dumas and Rose 
against Wilkins and Radja? 
NBA T.E. has everything you loa 
in an exaggerated, off-the-wall b 
ball game. Rush out and get it) 
you have a 32X. 


BAKES FnING Ere > BAKER 


WILNSINS BROWN 


“matohe "PRESS SUNT Ins BROWN 
‘| START. . Pee 
TURBO 


Pa coll jae. 


PHONE 


(516) 624-8888 


DEVELOPER 
SIZE e 
24 MEG 

PLAYERS 
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After Burner 2 $25 John Madn 95 
Aladdin 35 Jordan vs Bird 
Alex Kidd 15 Jungle Book 
Alien 3 22 Jungle Strike 
Altered Beast 12 Jurassic Park 
Andrettis Racing 45 Jurassic Park-RE 
Arch Rivals 6 K han 
Barkley Shut Up 20 

Bass Masters 30 Lakers Celtics 
Batman 18 Land Stalker 
Batman & Robin $0 Last Ba 

Batman Returns & 

Battle Tech 40 Lemmings 2 
Battltds/Db!I Dragn 32 LHX Attack Chpr 


Lion King 


Beavis & Butthead 4 
5 Lit! Mermaid 


Beyond Oasis 
Bill Walsh Fb! 
Bill Walsh Frbl 95 2% 
Boogerman 5 


Magical Quest 
Marble Madness 


Mario Lemieux 


Boxing Legends 28 
Bubsy 30 
Bubsy 2 32 


Bulls vs Blazers 10 


Bulls vs Lakers 9 

Buster Douglas Bxg | ( Mickey Ms Csti 
Caesars Palace 58 

Capt America 2 Mike Dtka Fibi 
Centurion 32 MLBPA Bsbdi 
Chakan 3 Monopoly 
Champ Poo! 48 Mortal Kombat 
Coach K Bsktb! 60 rtal Kombat 2 
College Football 30 Ms Pac-Man 
Columns 40 Mutant Lg Frbl 
Contra Hard Corps 40 Mystic Defendr 
Cool Spot 30 NBA Action 
Cyberball ? NBA Action 95 
Cyborg Justice 17 NBA Alistar Chig 
David Robinson 9 NBA Jam 

Desert Strike 40 NBA Jam-Tourn 
Double Dragon 22 NBA Live 9S 
Double Dribble 25 NBA Showdown 
E Swat NFL 95 
Earthworm Jim 6 NFL OB Clb 
Ecco the Dolphin 30 NHL Hockey 
Ecco-Tides/Time 35 NHL Hockey $4 


Eternal Champion 28 NHL Hockey 95 
Evander Hlyfid 16 NHLPA 93 
Ex Mutants 2 Out Of This Wrid 
F 117 Night Storm 28 Pac-Man 2 


Pac-Mania 
Paperboy 


F 22 Intercptr 
Faery Tales 


Family Feud 40 Paperboy 2 

Fantasia 19 Pat Rily Bsktbl 
Fatal Fury 17 PGA Euro Tour 
FIFA Soccer 26 PGA Tour Golf 


FIFA Soccer 95 48 PGA ur Golf 2 
Flashback 2 PGA ur Golf 3 
General Chaos 30 Phant Star 2 


Ghost Busters 


Ghouls Ghosts 8 Phant Star 4 
Golden Axe 4 Pitfa 


Goldn Ax 2 2 


Golf-Amold Palmer 15 Power Rangers 
Greatest Hvywts 8 Predator 2 
Greendog I Pro Am Racing 
Hard Drivin’ 16 Punisher 
Hardball 8 Quackshot 
Hardbal! 3 12 RBI Basb! 3 
Hardbal) 94 30 RBI Basbl 4 
Home Alone 25 RBI Basb! 93 
Immortal 28 RBI Basbi 94 
Incredible Hulk 3 Revenge Shnob 
James Pond | Road Rash 


Jammit 25 
Jeopardy 


Jeopardy Sports 


Jewel Master 9 
Joe Mntna 7 Samurai Shodown 
Joe Mntna 2 7 Shadow Dancer 


Joe Mntna 3 8 Shaq 
Joe Mntna 94 3 Shining Drins 
John Madn 6 Shinobi 3 

Side Pocket 
Simpsons-B Ntmr 


B vs SM 


We Accept: 


MasterCard 


We Also Offer: 


ega CD and Sega 32X 


Want Something? Can’t Find It? 
We've Got It! 

We sell previously played video 

games and accessories at great 


ax 
‘<? Cal 


We Sell Used We Sell Used 


$38 Skitchin’ 

12 Sonic & Knuckles 
44 Sonic Hdghg 

40 Sonic Hdghg 2 
25 Sonic Hdghog 3 
35 Sonic Spinbal! 


+4 Tale Span 


25 Taz-Esc from Mars 


35 Tazmania 


a7vry 


m USA Bs 


40 Terminator 2- 


9 Tiny Toons 


kth 


mo Super Bow 
mo Super Bow! 2 
o Super NBA 


Arcd 


under Force 3 


2s TMNT Hyperstone 


We Sell Used 


mbies Ate Ngh 2 
4 ACCESSORIES 
17 esis Deck $71 

Deck 7 

2 yua rx 
3 r Plyr A 2 
2 Mise Jovy ik 
26 wer Base rir 
48 wer ck 


Personal Checks and 
Money Orders Are Also Accepted! 


prices. 


Today! pt i it out and then mail, along with your name, address and phone number to: 


612°946°8107 


puicever 


These Are Partial Lists fwin a $95.00 Funco Gift Certificate! 
More Titles Available! 


i 
ameBoy, Game Gear, 


We Sell Used We Sell Used 


m0 * NINTENDO GAMES x = 


1943 8 le wr 2 
ceive : We Sell Used We Sell Used We Sell Used jS™nsior? _ 
8 Eyes 3 Jick Tracy $4 Jurassic Park $20 Rad Racer $5 Tetris 2 30 
Abadox 3 Jig Dug II 11 Karate Champ 3 Rad Racer 2 10 Three Stooges 5 
We Sell Used We Sell Used We Sell Used @ gy Byu Billy 3 rivey lh it aoa 3 Rambo 2 Tiger Heli 2 
Adv Island 10 Dizzy 9 armnov | Rampage 5 ime Lord 2 
7th Saga $50 King/Monsters $18 —upr Black Bass $75 Adv Island 2 17 Jonkey Ko 19 —— Cubicle 14 Seca 10 es = 18 
rent wii 50 ~—CKitbys Avainch = 40 Supr Bomberman 2 40 Ady OF Lolo 10 Donkey Kong 3 14 Kid Icarus 5 RBI Basbl 3. TMNT 2 
ped ie 2 6g - ler rsene 48° After Burner 8 Donkey KongCls 20 _ Kid Niki 4 RBI Basbl 2 4 TMNT 2 5 
navi island - Lemmings = SUPE Caesars ae Air Fortress 4 Donkey Kong Jr 18 Kings Knight 3 RBI Basb! 3 7 TMNT 3 12 
Aero The Acrobat es Lester 6 Supr Dbl . 19 Airwolf 5 Jouble Dragon 4 Kings Of Beach 3 Renegade 3 o The Earth 3 
Aerobiz Sprsonic 42 Lethal Enfrer : 40 Supr Emp Str 30 Al Unser 5 Jouble Dragon 2 6 Kirbys Adv 20 Rescue Emb Mis 3 om & Jerry 18 
Air Strike Patro 40 Liberty Or Death 32 Supr Ghouls I All Pro Bsktb 6 Double Dragon 3 6 Knight Rider 4 Rescue Rangers 10 op Gun 3 
Aladdin a Lion King 55 Supr M Alstr/Wid Amer Gladiators 6 Double Dribble 4 Kung Fu 2 Ring King 4 op Gun 2 4 
See = | ve — we 4 Dr Mario 14 ityRansm 6 Total Recall 3 
— Supr § 4 3 Road Blasters 5 Town & ( ountry 2 
ae 2 4 Robin Hood 6 rack & Field 4 
2 3 Robo Cop 2 rack & Field 2 4 
3 2 Robo Cop 2 9 nck Shooting 5 
4 28 4 Robo Warriors 4 Trojan 2 
3 3 4 Rogr Clemns Bsb! 2 Twin Eagle 7 
5 2 oger Rabbit ' Ultima | Exodus 7 
s 8 Thunder 4 Ultima 2 Qst 16 
8 6 x 3 Kngeds ) Vegas Dreams 22 
3 2 4 N Attack 3 Wall Street Kid 
4 4 0 3 Wayne Grisky 4 
am cud 2 2 Werewolf 3 
? 4 c 23 2 Wheel Fortune 15 
4 a 4 Sesame St ABC 2 Wheel Frin Fam 17 
4 Fighting Golf 4 Sesm St ABC/123 25 Wheel Frin Jr i) 
na ) Ssesame St Ctdn 25 Wheel Ftn Vanna 25 
ntstone: 7 5 Shadowgate 4 Where's Waldo 6 
ng Drag + the ‘ Shingen Ruler 4 Wild Gunman 4 
Ra Returns 8 Friday 13th 3 Marvels X-Men ( Shooting Range 10 Willow 4 
F a re . : ‘ . ae Battle Che Mega Man | 16 Side Pocket 22 Win Lose Draw 7 
: w - rs A Jam-Tourr - wy . — Bust Battle Olympus 0 argvis Ost 2 ) Mega Man 2? 15 Silent Service 2 Winter Games 4 
a Uevania 4 a bane A Live 95 . MNT 4 bs Battletoads auntiet 4 Mega Man 3 14 Simpson-B v SM 8 Wizardry 10 
Chessmaster 44 NBA Showdown ? TMNT Trent Pir <5 Bibie Advotr 3 Gauntlet 2 4 s Man 4 16 Simpson-B v Wid 4 Wizrds & Warr 2 
ay fights 2 Judg 6 NCAA Bsktbi ; NN Bas Trt 44 Big Bint Ha/Spk ‘ Genghis Khan ig Pines hon S 22 Skate Or Die i 3 Wolverine 13 
Clay fighter Tram 32 NFL Poothail ) Top Gear 3 Big Foot 6 jhost Betrs 4 Mega Sen 6 20 Skate Or Die 2 3 World Champ Wr 4 
Clay fighters 2 6NNE ee = lo 4 Bionic Commando 5S Ghost Bstrs 2 4 Mets! Gear 3 Sky Shark 3 World Cl Trk 2 
Clay 4 NHI Hockey se 28 Top Gear 3000 4 Black Bass ; Ghosts & Ghir 4 Metroid 5 Slalom 3 World Cup Soccer 7 
19 Ni Hockey 3 5 Total Camage is Blades Stee! 4 Gi Joe 7 Michi Andretti 5 Smash TV 4 World Runner 2 
a sy _— nha Prphe ©. BR Blaster Master 3 Giloe At ) Mickey Mouse 7 Snake Rattle 4 Wrath Blk Mnta 2 
— é = rs Blue Martin 2¢ Geai 6 Micro Machines 22 Snakes Revenge 3 Wrecking Crew 4 
Nojan Ryan ~r a 7 Bo cia ¢ Godzilla 7 Mighty Bmb Jck 4 Snoopy Sparts g Wrestlemania 3 
3 Out Of This Wrid 6 \ Squadron Bembeunen Geif 4 Millipede 19 Soccer 5 WWF Challenge 4 
S  Paohaan? 32 caw +4 Boy & His Blob S$ Golf Pebbie Beh 6 Milons Sec Castle 3 Solar Jetman 3. WWFSteel Cage 10 
0 hee 22 nchersd WaeNH 40 Tl Bubble Bobbic 2 Golgo 13 3 Mission Imp 2 Solomans Key 4 Xenophobe 3 
ne oe VourGelt : = ’ Bucky O Hare 5 Goonies 2 3 Monopoly 25 Solstice 3 Xevious 4 
‘ Pulot Wings . “= Stakes ov Bugs Bay Bdas 4 Gotcha 4 Ms Pac-Man 32 Spiderman-Sin 6 13 Xexyz 3 
4 Pitfall Harry $< W aigiee C Clab 5 Bugs Bry Csdi ‘ Gradius 4 Muppet Adv 9 Spot The-Game 6 Yo Noid 5 
Bump & Jump ] at Wide Srch 14 Mystery Quest 5 Spy Hunter 4 Yoshi ( 
Burgertime 0 Guardian Lend 3 NAR( 4 Spy vs Spy 3 Zelda 4 
Palace 3 Guerilla War 4 NASCAR Chall 15 Star Trek 13 Zelda 2 5 
a ar jum Shoe 3 NES Open 10 Star Tropics 5 
Capt Skyhaws ; mnsmoke 4 NFI ‘ Star Voyager 3 ACCESSORIES 
Crmn Sndgo Time 4 C Nightmare Elm St 6 Star Wars 1s Nintendo Deck $22 
Casino Kid 4 Nima ( Stealth t Advant Joystick 9 
asino Kid 2 4 Ninja ¢ 4 Street Fighter 6 Arkanoid Control 24 
$ 2 Nobun Ambt 9 Strider 2 Carry Case/Lg 5 
r 4 2 Iperaban Wolf 3 Superman 6 Carry Case/Sm 2 
( 2 mhe 7 Supr Contra 7 Comp Pro 8 
Castlevania 3 6 7 . 25 Supr Dodge Bal! 5 Double Player 4 
Cave Man Game Pac-Mania 28 Supr Glove Ball 2 Extension Cord 5 
hamp Rowimg 7 Paperboy 9 Supr Jeopardy 11 Four Score 9 
Chessmaster 4 Paperboy 2 17 Supr Mario 0 Game Genie 16 
Classic Cnen ? Perfect Fit 13 Supr Mario 2 7 Game Holder/Lg 
Cobra mand 4 4 Pinball 10 Supr Mario 3 7 Game Holder/Sm 4 
ora Imangic 4 - Pinball Quest 16 Supr Mario/Dk Ht 0 Light Gun | 
ode Nm Viper 4 mmorta 9 Pinbot 10 Supr Mr/Dk/Trk Misc Joypad 3 
- Command 3 j 4 Platoon 3 Supr Off Road 9 Misc Joystick 2 
s B Nemr 2¢ ACC ESSORIES y Cx 2 Play Act Ftbl 2 Supr Pitfall 5 NES Max Joypad 4 
28 Super NES Deck $83 Contra Force 2 2 Popeye 7 Supr Spk Vlybl } Power Glove 12 
Canty Case <é Crysta 8 ank 4 POW 4 Supr Spk WC Socr 5 Power Pad 5 
hamp Cybe d 4 ack Nkis f 8 Predator s Supr Sprint 4 Satelite 4 
Darkwing Duck . cha 4 Pro Am Racing 4 Supr Tm Game 4 Single Wireless 3 
ays Of 4: s ro Am Racing 2 22 Swords & Serps 4 Supercontroller | 
ss 3 2 Pro Wrestling 3 Tag Tm Wrest 2 U Force 2 
dy 25th $ Punch Out § Talespin 9 Ultimate ystick 10 
rer 4 Punisher Temo Baseha 3 Ultimate Wireless 10) 
7 Yack 2 Q Bert ; Tcmo Bow! 
e 4 edan vs Bird 3 Quattro Adv Temo Bow 
smmand 6 oust i Quattro Sports 9 Tcmo NBA Bktb 


" All Games come with a 90 Day Warranty! 
ONE YEAR Warranties are Available 
RUSH —~—=\. Current Prices May Vary « Call for Shipping 

DELIVERY! ~"— Hours: Mon-Fri 9:00am to 7:00pm Central 


is available on all in-stock items. 


612-946-8107 612-946-8107 


ACROSS 
1. Street 
3. Jim 
6. enemy 


DOWN 
1. Song 'Pacman 
2. Most sequeled game 
4. First video game 
5. Donkey & 


j Contest Rules: No purchase necessary to enter. Complete the crossword puzzle, cut 
July Mail Order Contest, Funco, Inc., 10120 W. 76th Street, Mpls., MN 55344 

i All Correct Entries Will Be Entered in a Drawing 

‘ Entries must be postmarked no later than July 31, 1995 


x 
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CIRCLE #106 ON READER SERVICE CARD. 


NBA i TOURRAREST EDITION * ACCLAIM + 1 PLAYER ¢ 4 MEG 


| Game Boy owners who also happen to be NBA 


JAM fans will definitely want to pick this game 
up. In addition to the 27 NBA teams, NBA JAM 
Tournament Edition features a rookie team com- 
prised of NBA newcomers. You can customize 
the game by setting the timer speed, drone diffi- 


. culty, tag mode, etc. You can make player subs 
- after the first, second and third quarters. The 
‘ game plays great, and even those who’ve never 


SPORTS TRIVIA CHAMPIONSHIP EDITION * SEGA » 1 or 2 PLAYERS ° 2 MEG 


LEA UING THE 


HE mr WATS 


AR Tact Oe Sabo TNS: : 

WN OIE Us LHAF GER — 

ath a aie Mir. age aL (a 
a2 E A AND. ins SHY < 


Sports trivia freaks who like to answer ques- 
tions like “What team originally drafted NBA 


star Patrick Ewing?” or “How old was Boris 
_ Becker when he won his first Wimbledon title?” 
will definitely find Sports Trivia Championship 


Edition engaging. The trivia questions are 


_ framed by a football game, and the premise of 
_ the game is to answer questions correctly in 


order to gain yardage. Obviously, you don't get 
anywhere by answering questions incorrectly. 


— R.B.1, BASEBALL ¢ TIME WARNER ¢ 1 or 2 PLAYERS * 8 MEG 


men 


PGA EUF 1OPEAN tosh 


131) aa GENESIS ES SUPER NES GAMEGEAR GAME boy 
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The thing about Super R.B./. Baseball is that it 
looks really, really bad. The graphics are down- 
right poor. Super R.B./. Baseball features an 


_ MLBPA license with real players and their 1994 


stats, a 162-game season and the option to cre- 
ate your own team. The latter option and the 
Home Run Derby mode are the game’s coolest 


_ features; everything else is pretty much stan- 


dard. It’s too bad that there aren’t enough excel- 


_ lent baseball games for the Super NES. 


Electronic Arts’ Toughman Contest is based on 


ait : the real-life Toughman Contest, in which a bunch 


of tough guys duke it out for the Toughman 
World Championship. The 24 characters in the 
game are from around the world, each with his 


“# own unique physical attributes. The characters 
%) are big and the animation good, but the control vr | 
“ey lacked a little finesse. It looks just like the Py Aighuprspuydpa ge 
Genesis version, too. The game includes two- 

“m time Toughman finalist Butter Bean. | 


PGA EUROPEAN TOUR * T*HO + 1 to 4 PLAYERS » 4 MEG 


PGA European Tour features two new gameplay 
formats: Matchplay and Shootout. You can com- 
pete against ten different European pros, from 
Seve Ballesteros of Spain to Tony Johnstone of 
Zimbabwe. Standard features include: Stroke 
Meter, Accuracy Point, Draw and Fade Meter, 
Overswing and Wind Gauge. PGA European 


Tour offers everything a golfer might want in a | 
golf game and it is, in fact, a great golf game for 


the Game Boy. 


The music is very annoying. 


GRAPHICS 
It looks like the real thing. 


ch 
SOUND/MUSIC S 
9 


PLAYABILITY 
It plays great—like other versions. 


GRAPHICS vA 
You don’t get to see much football. 
SOUND/MUSIC v4 
Nice buzzer sounds. : 
PLAYABILITY BS 


You might learn something. 


GRAPHICS 


The graphics need improvement. 


5S 
SOUND /MUSIC G 
The sound’s all right. 

G 


PLAYABILITY 
There are better baseball games. 


GRAPHICS 
Big, bold graphics make it look good. 


SOUND/MUSIC 
Nice punches. 


PLAYABILITY 
The control is not effective. 


BREAKDOWN w| 


GRAPHICS : 
Courses and players look good. 
SOUND/NMUSIC y 4 
Turn the music on or off. 

PLAYABILITY S . 


Good golf features and a Euro twist. 


Step up to the plate and drive one into the cheap seats! 
dks color graphics and realistic gameplay make RBI 
the latest Breatest installment in the best- 


HINg f ame series, Improved artificial 
et he e enhances: com| ipl iter opponent strategies like i fig _ 
hase’ st ealing, , bunting and runner pick-off attempts, 
erience an incredible view of those fastballs, curve- 
tals, ang SHGers with me large, realistic batter/catcher 
pla ying view. Stat te-of the-art figital video, displayed in 256 
colors, provides a fan mart look and feel at the plate.. 
sumy ee wd divine Ca ps en Sasa powers PE 


"¢ 


Just fill out the form below and return to: A Whole Season of RBI 
Sweepst sakes, 20 Box 8095, Grand a MN, 55745. 8095 and you 
ould be a winner of one of the following prize 


‘ 


eat 


ae 


GRAND PRIZE é big pee play 
Teatiirey t ep p Sega Ger 29K l ner 
8 Bsbal for or Super NES. and your I fave orite 


€ pro 


(8) FIRST PRIZES d baseball from y\ dur f favorite big le ague player 


a Genesis 32X, or Super RBI 


SECOND PRIZES 
THIRD PRIZES 


TIME WARNER 
INTERACTIVE 


RBI: TM and ©1987 Atan Games. Licensed to Time Ware Interactive, Inc. All nghts reserved. OMLBPA 1995. Official Licensee — Major League Baseball Players \ssociauion. Sega 
Ltd. All products and corporate names are trademarks and registered trademarks of their respective owners 


‘Hey, Superstar. 


You've done just about 
everything there isto doin — 
basketball. Except TWO things. 
You haven't played NBA JAM TE 
on 32X and GAME, BOY. it has © 


all-star teams! Rookie teams! Full court dunks 
(can you do that?). 9 pt. shots (youll love that). - 
3-5 players per team! Stereo sound*. Arcade player scaling”! 
The fastest gameplay ever*(alot faster than you). Updated player 


rosters! 5 speed juice mode (Drink plenty of fluids). 8 player attributes! 
Tournament and practice modes (you need all the practice you can get). Same team match-ups! Injuries — 


and fatigue factor! And variable shot clock, overtime (game winning shot at the buzzer, baby) and timer speed! ; 


SCORCHING CROSS-COURT REALISTIC ARCADE ~ BIGGER PLAYERS AND 
SUPER JAMS! PLAYER SCALING"! BETTER GRAPHICS*! 
Oo L 
c *32X onl 
F Cc only 
l E ° he NBA and individual NBA Team identifications used on or in this product are trademarks, copyrighted ) 
Cc N ] love intellectual property of NBA Properties, Inc. and the espective Teams and may not be used, in whole or an 
] S ‘ : written consent of NBA Properties, Inc. © 1995 NBA Properties, Inc. All rights reserved. Sub-licensed from Midway ® Manufacturing f : 
A E this Sturt! Company. All rights reserved. Nintendo, Game Boy and the Official Seals are registered trademarks of Nintendo o rica Inc. © 4 entertainment in 
‘ 1991 Nintendo of America Inc. Sega and 32X are trademarks of Sega Enterprises, Ltd. All rights reserved. Acclaim i ivision of 4 : 
L D ~ Acclaim Entertainment, Inc. ® & © 1995 Acclaim Entertainment, Inc. All rights reserved. Screen shots show! icitsll ; 
PRODUCT ® ergesneap ~=—-s 8 2X version of videogame. AGES 6+ MIDWAY 
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